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n the introductory page of issue 1845 Review 
l jon, and obviously still drunk from the 
delicious, head-spinning brew that is Super Mario 
Galaxy, we talked about how games should be games, 


se 








and how, when they attempt 





o infuse themselves with 





themes unco! 
fun, it often fai 





monly associated with the simple notion of 
to enhance the experience as a whole 








Since then we've received a number of letters in response 
(and printed one in this issue - see Inbox, p126) 
asking why a magazine such as Edge should try to call a 
halt to the progress of a medium that is only picking its 


оте 








у through the difficulties of adolescence, with all of 
the associated missteps and awkward fumblings. In truth 
of course, we're not standing in the way of developers 
expressing visions that push beyond what videogames 
are usually perceived to be all about. If that were the cas 
this issue's cover wouldn't focus on Ubisoft's Far Cry 2. 
Far Cry 2 has its own take on morality, but it isn't being 














pushed quite so forcefully as it was in BioShock, a game 
whose many other qualities often became overshadowed by 
obsessions with its black-or-white payoff. Nor doe 
BlackSite's scrabbled attempt at a political message. It does, 
however, have many more things that throw up possibilities 
for its potential as a videogame, not least its original se 
in the form of the parched trails of Africa, the perils of 
disease (and the consequent importance of medicine), and 
the organic nature of fire as both a hazard and a weapon - 
along with further considerations such as firearms that 
behave in a manner in keeping with the setting, a custom 
graphics engine capable of bakingly evocative vistas, and 
indigenous wildlife unlike anything previously seen in 
gaming. Our exclusive interview with the project's 
development team at Ubisoft Montreal begins on p46 

So it's not about standing in the way of progress, and 
more a matter of considering which types of ‘innovation’ 
are capable of delivering more entertainment. And, if we 
can be a bit more brazen about our focus on the 
part of the word ‘videogame’, in this issue 
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ting 




















је also review 
Мо More Heroes (see p90), and talk to its creator on ~ 
p52. We guarantee that both are politics-free zones. 








The planet's most intensely fast arcade shooter 
hits warp speed exclusively for Wii and DS; 
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Ubisoft Montreal breaks out of the tropical jungle to shake 
up the FPS genre among the dust of Africa with Far Cry 2 


Having expanded Grass! 
Heroes, Goichi Suda talks blood 





MOUSE AND ME 
From Deus Ex to Donald Duck: Warren Spector explains 
how his move to Disney isn't actually such a surprise 





How the videog 


tabletop D&D, has 


Wii and Xbox 360 
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оррег and completed No More 











Yoshiaki Koizumi, the 





iyamoto's shat 





78 


mes а new luminary; we meet 
ehind Super Mario Galaxy 





News, interviews and more 


Videogame analysis with Screen Digest 


Koji Aizawa looks at Japanese hardware sales 


Revisiting Morrowind 


The first ever Japanese RPG, The Black Onyx 


Machinima comes of age 


Free Radical Design in figures and facts 


The best jobs in the videogame industry 


Reinvention or reiteration, asks М'ба! Croal 


Randy Smith tackles videogames and art 


Mr Вито discovers the joys of winning 


Your letters, plus Crashlander 


D, army 
Revievy 




















Lowering the barriers 
How Nintendo's WiiWare platform 
opens the development doors wider 


Reducing the waistline 
We risk a workout with Nintendo's 
electronic exercise plan, Wii Fit 





Pushing the pixels 
The group of Canadian creatives 
with designs on indie game dev 





Banning the violence 
Why Rockstars appeal against the 
Manhunt 2 ban needs to be noted 


Hunting the Alien 
The directors of the new AVP movie 
on making films, and maybe games 


Updating the franchise 
Dynasty Warriors 6's producer talks 
about refining the series on PS3 


Writing the lines 
The prolific Susan O'Connor on 
the art of storytelling in games 











Nintendo's next target: DLC 





WiiWare is looking to do more than offer an alternative to PSN and XBLA - it wants 
to offer a fresh start for downloadable content, as we discover from its converts 


t would be an understatement to say that, 
| | following another Christmas іп which 

Nintendo had to resign itself to only selling 
every single unit it could put on shelves, its Wii 
has been enthusiastically received. With several 
high-quality titles in recent months, and more on 
the immediate horizon, even the once-familiar 
grumbles about a lack of software are dissipating – 
and the momentum the console has gathered 
means a huge installed base for the launch of a key 
part of the Wii concept. WiiWare or Wii Software 
(the name differs by region) is Nintendo's answer 
to XBLA and PSN, a channel that will offer new 
content exclusive to Wii. WiiWare is looking to 
deliver on the console's ‘access for all’ approach — 
but this time for developers. But Nintendo is hardly 
known for its liberal approach to licensees, and it's 
difficult to imagine it voluntarily ceding ground 
when in the dominant position it currently holds. 
Does WiiWare really mark a change, with the 
potential to be a new dawn, or is it simply the 
old Nintendo in sheep's clothing? 

WiiWare, first and foremost, has a philosophy 
behind it that's grounded in practical business 
sense. The term itself simply refers to a specific 
section of the Wii shop that currently hosts the 
Internet Channel and other applications: from 
around March 2008 it will begin to offer exclusive 
new content, with Nintendo touting it as a route to 
commercial release without the massive overheads 





Wii Shop Channel 











Add Wii Points 
А Titles You've : 
Account Activity Downloaded Settings 
Wii Points Shopping 














The access point to Nintendo's WiiWare offerings has a slightly clunkier interface than Xbox Live in particular, but 
the real barrier to the initiative's success could be the lack of significant storage within the Wii hardware itself 











and infrastructure necessary for retail sale. President and CEO Satoru 
Iwata says Nintendo "would like to offer a new business chance 
based around a battle of ideas.” ‘Ideas’ is a word that occurs a great 
deal in conversations around WiiWare, but it's the ‘business chance’ 
that needs to be spelt out, particularly as it affects the likes of 
Medaverse and Nnooo, development houses that 
are producing their first games for the service. In 


If you're a startup developer looking to create 
downloadable titles, it may now be significantly 
cheaper and easier to develop a game for Wii, 
the console with the largest installed base 


the simplest terms possible, if you're a startup. 
developer looking to create downloadable titles, 
it may now be significantly cheaper and easier to 
develop an original game for a console that has a 














Joysound is a karaoke machine that's being converted to WiiWare 
by Hudson, making use of a USB microphone, music downloads 
and minigames. Many more ‘lifestyle’ releases will surely follow 


greater installed base than any of the competition 


XBLA has routed a number of original titles to Xbox 360, 

with the likes of Space Giraffe and Mutant Storm Empire emerging, 
but they remain surrounded by a slew of ports. And, as followers 

of Jeff Minter's Edge column will know, making a game for XBLA 
involves a significant amount of hoop-jumping. It's an experience that 
was initially shared by Nnooo, whose Pop will be a launch title for 
WiiWare. "We spent a lot of time talking to Microsoft and that process 
was taking quite a while," says creative director Nic Watt. "The 
expectations they have, for something that's supposed to be helping 
small developers, are high — they were asking for demos and lots of 
concept art and design documents, things like that. At the same time 
I'd been talking to Nintendo on and off, and then out of the blue they 
said, ‘Have you signed an NDA?" | said ‘no’; they sent one through 
and | signed it, and the next day | was able to buy development kits.” 








Star Soldier R is notable among the WiiWare vanguard as a 
game you might expect to see on XBLA – there's no motion 
sensing, and it focuses on big explosions and lots of enemies 













enough that it was never 


e niahi 





"We've always wanted to break into 
game development, but the barrier to 
entry was high enough that it was never 
possible. WiiWare lowered the barrier" 








Characters from Okiraku Ping Pong Wil, in which the Wii Remote 
acts as your paddle. The game has manual or automatic settings 
for movement, fourplayer splitscreen and a singleplayer mode game 














Clockwise from left: Actionloop, Maruboushikaku and Dr Mario. All simple games - and 
all incorporating multiplayer mechanics, in keeping with Nintendo's philosophy for Wii 








222090899 13100000 O 0:26 











Pop (main) may seem like a Flash game, but the magic is in its 
controls’ tactile actions. Mojipittan (above) is a Japan-only word 
game, while Pokémon Ranch will no doubt sell virtual truckloads 
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was not considered 















угарапу support for DS in part 


hugely since the summer. “Even b 





was called Revolution 
thirdparty support being 
15," says Rob Saunders, N 


PR. "What you're seeing now is Nintendo coming 








head of 








of difference between thir 





nmodate the best-selling cor 














ассс 
market into their plans, and the ‹ stes 
for creative є this w Ware looks 
to provide alongs hilosophy of 
Wii, the console, is f 
anyone can pick up and play it 

The same could be said of WiiN t 
lets ideas flourish rather than big bu ) 
studios. So no matter how small a developer might 





be, and it's going in the opposite dire 

















where console development has been as 
it's giving everyone a fair chance. Take 
Tetris or Electroplankton — if either of t TY 
concepts were given to a studio head today it rang 
would be difficult to imagine є n being 
commissioned. It allows ge па 
good ideas to flourist mi 
ay to developers: i tter how big you 
are, you don't need to accept the huge risks ar 
investment that comes with packaged sc 
any saying that if y Jot a gi 
lea, that's good enough 
hard to be too cynical about WilWare 
jespite the company t history with | it Square Enix's Final Fantasy Crystal Chronicles: 





The Little King And The Promised Land is one 
of the more ambitious of the first wave of 
WiiWare titles. In it, you build a town but 
also wander around it dealing with its 
residents. The production values are reflected 
in the price - a whopping 1,500 Wii points 


es seem to offer a genuinely nev t 


"e developme 





WiiWare: while unquestionabl 








market, the imp 












Wii Fit could really shake up 
the industry if it encourages 
поп-датег5 to buy the console 





INTERNATIONAL FESTIVAL OF 
ANIMATION & COMPUTER GAMES 


opportunities, the festival is a good place for 
budding artists and games designers to rub 
shoulders with the great and the good - and 
maybe even get a foot in the door. 








У Wiitness the fitness 


Nintendo's latest lifestyle product may not be a game, 
but can it make Richard Simmons hang up his leotard? 


hough Nintendo's mainstream marketing 
has been an unwavering attempt to bring 
non-gamers into the fold, Wii Fit could 
have potentially worked the other way around, 
tricking pale-faced legions of nerds into shifting 
some flab in much the same way that Guitar Hero 
insinuated musical interest into the lives of 
otherwise tone-deaf gamers. And, if Nintendo's 
recent stereotyping of gamers is to be believed (see 
E183), there are probably more than а few ‘solitary 
anti-social teens’ who could benefit from a bit of 
exercise. Wii Fit does not attempt this, however – 
in fact, more than any previous product for the 
console, Wii Fit steps away from seeing the 
platform as an entertainment product. 


More than any previous product 
for the console, Wii Fit steps 
away from seeing the platform 
as an entertainment product 


е2 


Though there аге a number of events 
resembling minigames, the lasting appeal of Wii Fit 
and the accompanying Balance Board is purely in 
its offering of a comprehensive exercise regime. 
This is a product more akin to Nintendo's various 
Training titles for the DS than it is to Wii Sports, 
and perhaps even more similar to a simple workout 
video than either of those. It's not a wholly 
untested field — Yourself!Fitness and EyeToy: Kinetic 
have both enjoyed modest popularity — but Wii Fit 
is an altogether different beast, being as it is 
promoted by the console's manufacturer and sold 
alongside a substantial peripheral. The effect is to 
change the perception of the console itself, 
aligning its function with something quite distinct 
from the frivolous pleasures of gaming 

Like the Training titles before it, Wii Fit also 
begins with some dubious pop science, calculating 
your body mass index — a measurement of body fat 
based on the division of weight by height which 
has now been largely discredited as a useful gauge 
of health by the scientific community. Given 
Nintendo‘ propensity for arbitrary quantifications, 





Despite adverts depicting Wii Fit as a group activity, there's no multiplayer. You 


can compare stats with players online using the game's own channel, however 











Body Mass Index (BMI) Over Time 











BMI fails to account for the distribution 
of bone and muscle, meaning that it М 
is a frequently misleading figure when 
calculated for anyone who sports a 
larger or smaller frame than average 


such as assigning an ‘age’ to your sight or brain, 
the lazy use of BMI here is hardly surprising, 
Age, which is also used in Wii Fit as an easy way 





to represent progress, also seems an inappropriate 
measurement for aspects of well-being that do 
not scale linearly with age. We're sceptical, for 
example, that, on average, people who are 24 
years of age can balance on one leg better than 
those who are 28. 

Nonethele 
the irritating frippery surrounding Wii Fits core 
exercises, its value becomes more apparent. Five 
balancing minigames and ten exercise activities 
are available at the outset, with harder versions 


once you have dispensed with 











waiting to be unlocked. A ski slalom and ski jump 
both use the Balance Board to good effect, and 
your centre of gravity is helpfully displayed at all 
times. The hula and football challenges are a little 

less intuitive in their implementation, since they rely 
on guessing the position of body parts ма the 
distribution of weight on the board – and therefore 
get it wrong on occasion. The final of the five 
starting minigames is the most obviously attractive 








Pilates and yoga-style 
stretches are aided by 
а display which shows 
your centre of gravity 





Although Wii Fifs minigames are a little 
shallow, Bandai Namco is developing a 
fully-fledged ski game which will be 
compatible with the Balance Board 









s: a time limit counts dow 
sing number of balls through holes 


Kom: 


vn as you try to 


roll an incr 





in a board, the angle of which is defined by your 
shifting weight 

All of these games, however, are entertainir 
ke much of Wii Sports, 





only briefly - and, 
Balance Board necessitates that they cannot be 





played in half-measures. You have to stand; 





have to articulate your body into positions in order 





to move your centre of gravity. This 
play 
offering compounds ti 


clearly more 





exercise ti d the remainder of Wii Fits 





being no more a game 


otivator's 10 Minute W 








than Mr N 





orkouts - а! 





intimidating repertoire of lunges, press-ups and 
yogic positions await. How 
product, it has the advanta 
and he 
very e 
to the individual. Its dynamic display 
of gravity is also helpful in maintaining balance 
during th 
uilding the ‘core strength’ that lycra-bound 
g about 

As a virtual fitness instructor it is cert 


ver, simply as a fitness 


Cindy Crawford 








k in that it can communicate feedback 








fectively, plotting achievable targets tailored 





of your centre 








se exercises – apparently essential to 








a-freaks are always talk 











competent in its execution, but the lasting appeal 


The Balance Board is a robust piece of 
equipment; the Japanese version will 
support 140kg. No news yet on whether 
‘big boned’ version is in the works 








to gamers will only be determined by tt 
titles that make use of the Balance Board. It's 
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that are quite detached from gaming - 
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В теку 





The Kokoromi collective is (from left 

to right) Cindy Poremba (an academic 

at Montreal's Concordia University 

who has recently joined the group), 

programmer Damien Di Fede, game 

designer Heather Kelley, and game n event entitled Gamm evening 
designer and artist Phil Fish Š 


indie game developers 
of Heather Kelley, a 


r lon Storm (on Thief. 





called Kokoromi. Compose 
designer who has worked f 
Deadly Shadows) and Ubis 
designer v 
bns for the 




















ival, Dam 


"There's а lot of frustration in the 
industry. They're working away on 
the latest movie-based game and 
they don't get to be creative" 


kground in mu 





лра, Kokoromi certain 





ce. We met with Kelley and Fish to talk 





lopment and t 





wer of 256 





How did Kokoromi get started? 
Heather Kelley: Phil and 





were at Ubisoft and 





Johnny Lee, a particularly frugal and 

inventive graduate PhD student at 

the Human-Computer Interaction 

Institute at Carnegie Mellon . 

University, has been putting 

the Wii Remote to a number 

of unusual uses. Lee has 

repurposed the Remote's 

ability to track infrared light, 

creating a touch-controlled . 

display by sticking reflective ` 

tape to the ends of his k 

fingers. Another thrifty idea 

is his low-cost digital 

whiteboard, which uses the 

Remote to track an infrared LED 

inserted into the end of a pen – 

turning an ordinary LCD screen into 

a tablet PC. Poverty-stricken digital 
¡ artists everywhere rejoice. 








Collective conscious 


Young Montreal-based design group Kokoromi is making 
interesting noises at the indie end of the gaming spectrum 





worked with Damien on a side project, and so we 
tarted Kokoromi after that. 
Phil Fish: After that it was pretty obvious that we 


vould continue to work together, so we just had 





ћ а name. For some reas 





'ome up 





n we 


led a Japanese one - it means experiment 





» means art, spirit or mind, 


What's your aim for Kokoromi? 
HK: To make more stuff, | think that wa: 
number one thing 





the 





PF: We were going to write this manifesto, but 
kind of forgot. But we wanted to make and 

d artsier videogames that 
a commercial setting, 








you couldn't do i 





How have your fellow developers reacted to 
these principles? 

HK: There are some that 
this kind of stuff. 








st aren't into the idea of 








your eight, t 
ame and when you go 


or even 














home you don't necessarily want to start over on 
another game 
HK: Or they actually want ti end some 





play! 





you're making 








videogames, the less 





‘re playing. But there are 


people 





definitely resonates with, and it 





ike since we've been doing it it's been in 
People are interested in doing an 





something different 


lot of frustra 





working awa 








jame and they don't де 





jeas, but they don't ha 





A lot of people saw the first 





amma [last year] and said 


this?’ Its a lot of ha 





want to make something diffe 
Jay job, y it it's a big commitment 
HK: Makers 
responsible f 
employers. Apar 





an 









what they make, but they're 









heir own agreements with thei 


they're 





sure 





making their own games 


PF: There's a pre: dard clause in video 


dev mp 








everything you think of is y 





emplo, 





Everything you dream of related to videogames. 


How much does that worry you? 
PF: It 








'etty scary. They га 











Games featured at the Gamma 256 show included (top row, left 
to right) Bloody Zombies, Dodge Club, Dive, (centre row, left to 
right) Mr Heart Loves You Very Much, StdBits, Doomed Planet and 
(right) Passage. Each can be downloaded from www.kokoromi.org 








r own company and t, 





but 


Are you concerned that so few of the people 
who produce games with you are from the 
commercial side? 





HK: 





What's been the big catalyst for change? 
PF: it's XBLA and PSN a 


distributio 








guys in a basemen 


f Jonath: 





team in a big studic 





Why the 256-pixel rule for the Gamma show? 


PF: The original idea was a imitation, which 


we felt was too limiting, so we settled for 256. 






You say that these games are artsy, but by 
and large they're games first. Should games 
celebrate being games or should they try to 
cross into other cultural areas? 


HK: | like ti re riding that line because it 





, like using non- 


з how things that 





ге game-like can be integrated into wider digital 
edia exp r 


PF: But if you're going to do 





nto it. We're 


HK: There are enough opportu 


game collective. 





here for interactive art already. 





Phil FishYs current personal project is Fez (left a 2D/3D puzzle platformer that has been nominated for both the Design Innovation and 
Excellence in Visual Art awards at the forthcoming IGF. Mondrian Provoked by Jim McGinley (above) was another game at Gamma 256 
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Caught in the 





How the law 
covers videogames 


The dispute between the ВВЕС 
and VAC rests on interpretation of 
the Video Recordings Act 1984, 
the act that empowered the BBFC 
to classify (or otherwise) video 
recordings and games for use in 
the home. Although revised in 
1994, there is concern that the act 
is ill-equipped to cope with the 
rate of change in the media 
world. "The Video Recordings Act, 
insofar as it deals with games, 
only deals with games on physical 
media,” says Cordall. “So 
downloads aren't covered at all; 
the BBFC has no jurisdiction. 
Technically [Rockstar] could just 
offer a download, but then you 
run up against things like 
platform owners who want you 
to have things classified anyway." 











The BBFC's ban on Manhunt 2 faces a judicial review in 
what could be a landmark case for censorship in the UK 


DI: er was an eventful mont he turning upon questions of unacceptable 
saca of W kstar fy Е 


arlier, 











similar circumstance 
media lawyer Gillian Cordall 








“Appeals have happened before, but to 

actually go to the expense and the bother 

of a judicial review implies that it's 
something very serious for the BBFC” — 








loper association TIG/ 





decisions, including t ychologist Guy Cumberbatch 









It was only in April 2007 that the BBFC finished 
a study into why people play games in order to. 
revise how it should examine them. It concluded 
that the common idea that interactivity makes 
players more involved wasn't necessarily true 
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Le 
Manhunt 2 has also faced a rough пауке о aiy, 


receiving an AO rating, which оу ОУ: ши" 
Rockstar subsequently made С сами веб MI no 











“One that we're even extremely flattered 
by is Super Mario Galaxy, with their 
spherical worlds; we did spherical 

worlds in Going Commando, and Up 
Your Arsenal. it would be amazing to 
think that Miyamoto-san thought 

that was so cool that he wanted to 
incorporate it into 


Mario Galaxy.” 
w irector Ryan Schneider 
ponders the origins of game of 


“It’s not an idea we got from 
anywhere else. I'm sorry but | have 
to admit that I've never seen the 
game in question. Is it a 
4 Shigeru Miyamoto b. 


PC game?" 


"The unsated demand is costing 
Nintendo more than face. Estimates 
from industry analysts and retailers 
indicate that the company is giving 
up $1 billion or more in sales in 

the ever-important holiday retail 
season, not including sales of 


games for those unbuilt consoles." 
jh, ti ares of popular 


pre ible prob 
ing to the New York Times 
^| look forward to working 
with MTV Games to create 
new original game stories, 
always looking for ways to 
innovate the medium 


Jerry Bruckheimer 


“I'm surprised by it, because 
| would never venture to 
suggest what software 
publishers should price their 
software at. So | don't think 
it's appropriate for them to 
suggest what hardware 
should be priced at." 
Jack Tretton 





Alien syndrome 


Time to break out the pulse rifles and wrist-blades. And this time, 
say moviemakers The Brothers Strause, gaming's in the firing line 











ow,” says Colin Strause, 
мић brother Greg and their compa 
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реси fect: dry to f 
jemaking. "The d to 
od 


nvolved 


jump 










us about ttle 
be 


with it earlier, but 


The Chicago-born Colin (left) and Greg 
Strause have graduated from Titanic's 


icebergs and the Coca-Cola WOW advert 
to direct their first feature film 











Rooted in fanboyism since its debut 
as a 1992 comic book, AVP floundered PEZ 
once its novelty wore off. Requiem has 
garnered the occasional good review 


"Now that games are in HD and 

they have surround sound, and pi saa З 

you play on а big-screen TV, the š ar RETI 
experience is very theatrical" oue vlde tha Prats = 





















WEBSITE OF THE MONTH 


Capcom's US website hosts a series of regularly 
updated blogs and developer diaries, and while the 
site obviously exists to promote the publisher first 
and foremost, looking beyond that shows a treasure 
trove of information on its finest titles ~ and the site 
has an easy navigation bar that breaks posts down 
into specific game sections. To quote a recent 
Resident Evil: The Umbrella Chronicles post: "Did you 
know Wesker was 38 years old, 138 cm (I think that’s 
approximately 23 feet), 84.5 kg, with O-type blood? 
No? Then this is news you cannot miss!’ As well 

as pointlessly interesting tidbits like that, there's 
David Sirlin's ongoing and highly informative 
commentary on Super Street Fighter Il Turbo HD 
Remix, an amusing Ace Attorney section, and 

piles of interviews and trailers for the likes of 

Devil May Cry 4. A model for other publishers. 


Capcom's official US site and blog 4 
JRL 


blog.capcom.com/ 
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Hereditary rights 


We speak to Ken Matsumoto, producer of Dynasty Warriors 6, about 
why the critics won't stop complaining about the series that keeps selling 


rs has never 





ferent. Games are often criticised on what 
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rilliant game that's 
ffering those things. With 
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have been a fe 





ons around. 
DW6 is the first DW game for the current 

generation of systems - how are you taking 
advantage of the extra power? 


The 9 al capabil 











20 minutes? 


Oh, that can fill up half à 
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Are there specific criticisms that annoy you? 

At one point, Dynasty Warriors was the biggest-selling game 
franchise in Japan, and thanks to the high sales each iteration 
s stupid – they're is re-released in an unfortunately named Xtreme Legend form 


oyed. Comparing us to Halo, 









Susan О'Соппог has helped write some of the best-selling 
games in the past few years – and she's still telling stories. 
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Why do you think that writing for games has 
now become so important? зате: 
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attention to quality of stories. Writing good 
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What's your take on how 


"Writing good stories for games requires Gears Of War turned out? 


as much effort as the game design. 
If developers skimp and write stories 
with no intelligence, the critics rip it apart" 














There seemed to be a lot of implied plot in 
Gears Of War, but little was explained 


don't really know wt 3ppened to the 








How did the experience compare with 
working on BioShock? 





BioShock's plot went deeper than the large amount of shooting 
in the gameplay would suggest, but its writing was capable of 
surprising players, especially through the use of audio diaries tory 








Discussing ideas for BlackSite, O'Connor said: "If America was looking for disposable 
people to use as super soldiers, they'd use Mexicans. I had an idea of a scene where 
they capture a family crossing the border and send the family back but keep the boy. 
It have been really interesting to see the beginnings of a boss character in that way" 
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Harvey Smith made headlines for his opinion 
of BlackSite. What did you think of it? 
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Face to face gaming 


The next stage for social networking sites 
is as attractive platforms for online games 
































s probably no new insight to suggest scale games which promise to further blight 
|| that the success of gaming portals like office productivity. Naturally, games which offer 
Newgrounds, Kongregate and their ilk has a persistent play ile and interaction with 
been largely predicated on their ability to retai others build on the existing attraction of 
gamers by building a community. More recently networking sites, so it's no surprise that MMO 
however, it seems that this ploy works equally like the statistically y fantasy kingdom builder 
well the other way around: non-specialist Warbook and Pv athon Duels, have both 
community and networking sites like Facebook prover nong Е 
ate showing increasing interest in the potential Although many of these games feel a little 
of multiplayer games to ensure returning user: underd ed to those on more 
and a strengthening of community ties. establish broad 
While the likes of Facebook's multiplayer userbase el act 
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Duels, a cross between World Of WarCraft and Magic: The 
Gathering, is the brainchild of Andrew Busey, CEO of the Austin- 
based Oxygen Games and co-founder of "social media’ firm Pluck 
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Quit — 
ICE, IRON AND GOLD 


A selection of Stirling's short sci-fi stories mixes arch 
historical revisionism with a hard military edge 





j The Duke Nukem voiceover 
P guy's still alive! Amazingly 


| 

> There's always been something of a fascistic undertone in the universe 

e j The war games in this issue of hard sci-fi writing. The politics seems to leak from the machines into 
will do for a while, thanks the social fabric of the imagined worlds, especially those dominated by 

d militarism. In that context, SM Stirling makes for an interesting figure. 
Works such as the Nantucket series, and most especially the Draka series, 
mix alternative histories with violent conflicts and a focus on military 
strategy, technologies and the camaraderie of the fighting man (and 
woman). But, as the latter statement underlines, Stirling also takes a 
broader view on the structure of those societies, especially in terms of 
sexuality. Perhaps you could best describe him as a west coast libertarian 
riding Heinlein's coat-tails. 

Ice, Iron and Gold, the first collection of Stirling's short stories, makes 
for an easy introduction. Mainly covering examples previously published 
in sci-fi journals, there are selections from his Dies The Fire work, set in a 
world in which electricity, petrol engines and gunpowder have stopped 
working, as well as from the Nantucket series, which reverses the process, 
with a time-traveller taking 21st century tech to the Bronze Age. Other 
examples include playing around with the classics, notably L Sprague de 
Camp's Lest Darkness Fall, a seminal alternate history sci-fi story. So 
something for most tastes, then, always assuming you enjoy the cut and 
thrust of the battlefield, combined with occasional historical trickery. 


Actually, do the opposite of 
quit and make some more 





22 








THE RED WOLF CONSPIRACY 
Gollancz's next-big-thing fantasy 

author debuts with an impressive flourish 
It seems every year Gollancz discovers another new writing talent. 

50 following on from Scott Lynch (Gentleman Bastard series) and Joe 
Abercrombie (The First Law series) comes American Robert V S Redick 
with The Red Wolf Conspiracy, the first in a trilogy. Firmly set in the 
contemporary fantasy heartland, it neatly dissects Lynch and 
Abercrombie's work by combining both a strong protagonist narrative - 
tarboy Pazel Pathkendle is special but cursed - within the rich framework 
powered by the geopolitical intrigue of two warring empires, Mzithrin 
and Arqual, The fulcrum on which the action turns is the IMS Chathrand, 
а monstrous 1,000-year-old vessel which is the last in a line of mysterious 
ships. Put to sea with a bridal party that will bring peace to the world 
through marriage, it doesn't take long before betrayal, infighting and 
secret plans between the various onboard factions place the fate of the 
ship, its crew and peace itself into stormy waters. 

Of course, being the first third of an adventure, in places The Red 
Wolf Conspiracy reads a little bit like a primer as Redick offloads 
information rather than story. But thankfully such impatience is restricted 
to the latter stages, which are also tremendously action-packed, leaving 
plenty of opportunity to enjoy the introduction of Pazel, unwilling 
bride Thasha and the mysterious eight-inch-high Ixchel, among other 
imaginatively conjured folk. The fantasy revival continues apace. 
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New games, and updates on games already on the radar 





Borderlands 
FORMAT. 360 PUBLISHER: 


Ninja Reflex 
FORMAT: PUBLISHER 


exe 


Me» 


Joining Aliens on Gearbox's release schedule, Borderlands hopes 
to break new ground with a 'near-endless' variety of weapons, 
enemies, character upgrades and randomly generated missions 





Grand Theft Auto IV Insecticide 
FORMAT: 360, PS3 PUBLISHER: FORMAT: DS, PC PUBLISHER 
же 


Just as was to be expected, Rockstar's latest trailer shows little 
in the way of new mechanics, but plenty more of the game's cast. 
and no small amount of the style that has made the GTA name 


Don King Presents: Prizefighter Just Cause 2 
FORMAT: 360, 05, Wii PUBLISHER: 2K GAME FORMAT: 36 PUBLISHER 





EA throws the party, you throw the shurikens. Brain Training 
meets Wii Sports is the pitch, players taught the way of the wand 
by a personal Sensei. Nunchuck Games (of course) develops 





A slip to February for the detective story that scuttles between 
combat shooter and story-based adventure, the PC still in line for 
downloadable episodes. You'd like to think bugs were the culprit 





Patapon 


‘ORMAT: PSP PUBLISHER: SCE 





The ‘unique’ tag seems tenuous given the superficial likeness to 
LocoRoco, but this is no rebrand. Music plays an even bigger part 
in this iconic platformer, your attacks empowered by the beats 


The World Ends With You 


FORMAT: 05 PUBLISHER: SQUARE ENIX 





Square Enix's trendy Tokyo RPG sashays to the west in the spring 
following a successful run in Japan. Fashion, friends and fighting 
are the must-haves, the team behind Kingdom Hearts designing 


Prototype 


FORMAT: 360 PUBLISHER: SIERR 





Radical's homage to just about everything pushes the point with 
its new trailer, the novelty being in the mix. Parkour versus a 
helicopter, for example, or Crackdown with a narrative intrigue 


Rico Rodriguez has a new mission on the South Pacific island of 
Panau, ruled over by bad-egg dictator Baby Panay, dominated by 
three warring factions and where his former CO has gone rogue 





king in а few punches while Fight Nights back is turned, 
Venom Games presents a spiritual sequel to its popular Rocky 
games, promising ‘a revolutionary documentary-style narrative 
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Kable Monck's latest game is an odd little something: 
love-child of Sumo wrestling and Swing Ball. In the centre of 
the stage, a circular arena is marked and a large white ball 
placed within. Black balls spiral in from the edges of the 
stage, as though it were slightly concave in shape, and you 
must bash them away before they knock the central ball 
out of its enclosure. 

You have no bat, however - your means of defence 
against the incoming missiles is another white ball attached to 





your cursor by elastic, forcing a somewhat anarchic means of 
control. In addition, the speed with which you bounce black 
balls away from the centre and out of the arena contributes 
to experience points which you can use to upgrade the stage 
ог your equipment at the end of each round - increasing the 
size or speed of your ‘weapon’, the mass of the target balll or 
the diameter of the arena. Add boss battles to this and you 
have a peculiar muddle of game elements, somehow coaxed 
into a compelling unity. 
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Commercially 
available MMOGs' 
IP trends (%) 
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FOCUS 


In association with Screen Digest 


The march to consoles 


Analyst Piers Harding-Rolls highlights the growing 
importance of consoles for future western MMOGs 


n last month's column we looked at 
! some content trends for games on the 
latest generation of consoles. This 
time we take a look at some key trends for 
western MMOGs, and what these trends tell 
us about the nature of that particular online 
market in the US and Europe. 

Obviously, the big story in the premium 
subscription sector over the last three years has 
been the massive commercial success of World 
Of WarCraft and how that one title has helped 
turn around a rather stagnant sector as well as 
boosted the transformation of the European 
market from a niche to a substantial 
commercial opportunity in its own right. It 
has also been well documented that WOWs 
success is not primarily a result of great 
content innovation, but more the delivery of a 
highly polished game experience. The title's 
licence, its gameplay and fantasy setting do 
nothing to break away from the traditional 
MMOG experience of level grind, dungeons 
and dragons. So much for content innovation. 


But while WOW has been a great success 
with familiar content, most current MMOGs 
are in fact based on game IP that is fresh and 
new to the gaming arena. Out of the 124 
commercially released western titles we have 
tracked, 84 per cent are based on new game IP, 
underlining the fact that MMOG developers 
and publishers continue to strive to innovate. 

Last month we examined the same metric 
for Q4 2007 releases on consoles, which 
showed that only 37 per cent of releases were 
based on new game IP. This shows a startling 
difference to the MMOG sector, but one which 
can be at least partially explained by the long 
development times of many premium MMOGs, 
the length of time they operate (resulting in 
fewer sequels) and the fact that not all types 
of game IP translate well to the MMOG model 

Perhaps a more notable statistic is that for 
the top 20 western subscription titles in 2006, 
revenue from established game brands 
accounted for 74 per cent of total revenue, 
whereas those with new game IP only 






NCSoft had big hopes for the MMOG 
City Of Heroes in the Korean market, 
but the game flopped in the territory, 
illustrating how taste varies by region 


INDUSTRY Focus 2 





u 
Console MMOGs' 
share of all western 
titles (%) 
In the face of WOW' dominance, 10 
Eve Online (right) based on new 
IP, has still managed to flourish. 
Meanwhile, not many Asia-origin 
MMOGs have performed well in 8 
the west - FX) (below right) — 
being a particular exception | 


accounted for 26 per cent. The results are 
skewed somewhat by WOW market share, 
but even so it is clear that these established 
brands go a long way toward mitigating some 
of the very high commercial risk found in 
MMOG development. 


As a result we expect to witness a decline 
in the proportion of new game IP in MMOGs 
over the next five years and increased licensing 
to support those that do use new game IP, 
much as we have seen in the console space. 
Unlicensed new game IP in the MMOG sector is 
likely to become significantly scarcer, especially 
at the premium end of the market. 

Aside from game IP, there are changes 
going on in other aspects of the western 
MMOG market. One notable transition is 
the development of more console or multi- 
platform MMOGs. There are at present very 
few MMOGs available on consoles - two per 
cent of commercial releases іп the west – but 
ten per cent of MMOGs currently in 





Finally, we also examined which of the 
geographical regions are most active in MMOG 
development for the western market. It is 
notable that a majority of Asian content comes 
from South Korea, although mainland China is 
fast becoming prolific in MMOG development 
and south-east Asia is also producing online 
games. This is in marked contrast to the 

console market, where most 


In the next three years we expect the 
console to become a major platform 
for premium MMOGs, which will give 
publishers a wider market to aim for 


Asian content released in the 
west comes from Japan. As 
the market as a whole shifts 
toward developing more 
online content, the balance 


development will support consoles. This is 
largely driven, rather obviously, by the 
growing use of consoles as online platforms 
and also the improved technical capabilities of 
new console hardware, such as the inclusion of 
hard drives so that incremental content can be 
downloaded direct to the console. In the next 
three years we expect the console to become a 
major platform for premium MMOGs, which 
will give publishers a wider market to aim for. 
The shift to support consoles will have its 
own impact on MMOG content. While the PC 
is able to support a very complex interface, 
consoles have fewer inputs, which will 
inevitably result in a simplified form of 
interaction. This may not please traditional 
MMOG players, but simplified controls are 
likely to broaden the audience for MMOGs. 


of industry power within Asia 

is being more widely disseminated across 
different countries and not just Japan. 

Although there are few MMOGs operating 
in Asia that were developed outside of South 
Korea and China, the western market is 
completely different - 46 per cent of available 
titles were developed in the US, 24 per cent 
in Europe, and ‘only’ 30 per cent in Asia. 
Regional share of revenue from the top 20 
western subscription titles in 2006 makes it 
clear that content developed locally in tune 
with western tastes is more likely to be 
commercially successful within the premium 
subscription market. North American 
developed content was responsible for 82 
per cent of subscription revenue in 2006, 
while Asian content was only responsible 
for eight per cent. ~ 


Console MMOGs – 
commercially available 
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n December, the 
Japanese games 
industry had its 

busiest time of the year: 

and this year was very busy 

indeed. On the release 

schedule we had titles like 

Dragon Quest IV and the 

second of the Professor 

Leyton series on the DS, the 

curiosity and potential smash 

hit Wii Fit, Winning Eleven 

2008 which was primarily 

promoted as a PS3 title, the PS3 exclusive 675 Prologue and, on 

a more local note, SD Gundam G Generation Spirit for the Р52. 

Christmas also meant that it's been just over one year for the Wii 
and PlayStation 3 in Japan. Released within a month of 

(November 11 for the Wii), the Wii came 

g out at launch, with 371,936 unit 000 sold 

while the PS3 sold 81,500 in its first day. The PS. ce ti 

has been measured, and the installed base in Japan lies around the 

1.5m mark. In compari ld within a 








h other 








PS3, December 2 for the 





close to sellir 














, there were a million Wii 
month of launch, two million four months after la 
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Famitsu's Koji Izawa takes stock at the start of a new year 
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version being sold in Japan and many of those 
customers picking up the digital TV tuner as well 
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Gran Turismo 5 Prologue has just received its first batch of downloadable content, though 
some gamers are a little wary of paying for a demo of something they'll buy later anyway 
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Mario Party DS (Nintendo, DS): 160,115 (762,580) 

Wii Fit (Nintendo, Wii): 119,841 (527,069) 

GTS Prologue (SCE, PS3): 108,040 

Dragon Quest IV (Square Enix, DS): 78,288 (854,424) 

Layton 2 (Level-5, DS): 73,496 (482,165) 

Super Mario Galaxy (Nintendo, Wii): 70,541 (571,136) 

Wii Sports (Nintendo, Wii): 68,497 (2,262,044) 

Hajimete No Wii (Nintendo, Wii): 66,942 (1,814,179) 

Mario & Sonic Beijing Olympics (Nintendo, Wii): 58,044 (206,765) 
0. Chocobo No Fushigina Dungeon (Square Enix, Wii): 43,756 


Hardware (week's sales): 














Wii Animal Crossing will be 
released this year in Japan 
but localisation will. 
inevitably mean a longer 
wait for western gamers 





will tempt devel 
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. DS: 248,670 

` Wii: 168,229 

. PSP: 157,863 

. PlayStation 3: 53,084 

. PlayStation 2: 20,710 

. Xbox 360: 8,722 

Game Boy Micro: 622 
Game Boy Advance SP: 389 
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Edge's most wanted 


Resident Evil 5 





The Club reminds us of RE4's 
Mercenaries mode, stirring our 
need for new Resi. Will Mercenaries 
return? Zombies? Capcom certainly 


knows how to exploit anticipation. 
360, PS3, CAPCOM 





Dark days seem fitting for a bit of 
psychological nightmare adventure, 
though we won't see it until later 
in the year. We'll have to settle for 
wondering what it all means. 

360, PC, MICROSOFT 


Mother 3 





With the English fan-translation 
having progressed ten whole 
minutes into the Japanese-only 
game, the monumental size of the 
project has finally become clear. 
GBA, NINTENDO 


Conflicting stories 


32 


34 


36 


Fun or real: what do war games want to be? 





e cover a lot of war games 
w this issue, and they all deal 
with the business of 
carnage in different ways. But as 
their developers master Xbox 360 
and PS3's capabilities to produce 
more convincing worlds, the 
tension between their nature as 
games and their attitude toward 
realism is becoming stronger. 
Rainbow Six Vegas 2 continues 
its series’ fetishism of military 
technology and tactics, and its 
promise that through efficiency its 
soldiers could always survive the 
densest hails of bullets. But for all 
the detail in its loving renderings 
of modern weaponry, and the calls 
of its fans for the inclusion of 
favoured rifles, it must be a huge 
challenge for Ubisoft Montreal 
to meaningfully differentiate 
between and balance the use of 
one submachine gun and another 
while still making a fulfilling game. 
Meanwhile, in Frontlines, 
the heritage of its developer (a 
Battlefield 1942 mod-maker) and 
its need to tell a story are at odds. 
Its portentous cutscenes expound a 
politically sensitive tale about a 
war over oil, complete with 
embedded reporter, yet the game 
itself is actually abstract, an FPS 
centred on the game mechanics 
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Brothers In Arms: Hell's Highway’ predilection 
for graphic violence is made all the more 
difficult to understand when you consider that 
the series has previously given WWII the most 
sensitive treatment of any videogame out there 
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of classes and weapon balance 40 
rather than realism. 

A similar unease is palpable 
in Conflict: Denied Ops which, 
despite its roots in Pivotal's squad 
shooters set during Desert Storm, 
has stepped into Gears Of War's 
cartoon grittiness, with two surly 
sociopaths cutting their way 
through goons. And yet Pivotal has 
claimed that its inspirations are still 
taken from reality, with a story 
about a rogue nation threatening 4 
to unleash nuclear weapons. 

And then we have Brothers In 
Arms, which is perhaps the best 
illustration of this discord. It's 
terrifically hard to reconcile its 
loving, slow-motion dismembered 
Germans with its veneration of war 
veterans, with a History Channel 
show devoted to explaining how 
the game has recreated actual 
WWII battles. Gearbox's Randy 
Pitchford argues he’s trying to 
avoid presenting a sterilised vision 
of war, but game technology can't 
yet hope to match the impact 
made by films like The Thin Red 
Line and Saving Private Ryan 

It leaves us wondering what 
these games really want to be. Is 
it entertainment or testament? 
And are these ever anything 
other than conflicting? 
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Star Wars: 
The Force Unleashed 


60, DS, PS2, PS3, PSP, Wi 


Rainbow Six Vegas 2 


Brothers In Arms: 
Hell's Highway 





Conflict: Denied Ops 


0, PC, PS3 





Frontlines: Fuel Of War 





Dynasty Warriors 6 





Gran Turismo 5 Prologue 


Sins Of A Solar Empire 








Phantasy Star Portable 





а ок аа erc Star Wars: The Force Unleashed 





DEVELOPER: IN-HOUSE (360, P53), 
KROME (P52, PSP, WI), N-SPACE WC DS) The game of the series that’s not based 
RELEASE: SPRING 2008 on the films but set between them 





Expect to see some very familiar sights 
throughout. Although taking on an AT-ST 
walker in most previous games would 
have been suicidal, here you'll just 
casually fry its circuits and toss it aside 








ade: which case his friend Dance for me, won't you? The greatest aspect of the 
game is that LucasArts looks to have really nailed the 
sensation of controlling a Jedi against cannon fodder, 
something not managed since the Jedi Knight series 
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When Digital Molecular Matter and NaturalMotion’s 
Euphoria combine they can bring about the sort of 
incidental detail never previously seen in videogames 
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The Wii version obviously lacks the detail of the 360 and 
PS3 versions, but has exclusive stages and concentrates 
on the greater sense of connection the controls offer to 
set up huge force opportunities against groups of foes 





ich as the Wookie 
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Honestly, this time 
we really meanit... 


What The Force Unleashed 
will largely stand or fall on 
is the upgradeability of the 
basic Force powers – in the 
demonstration given by 
LucasArts, the powers 
wielded by the apprentice 
were extensive, but hardly 
akin to the publicity shot of 
him bringing down a star 
destroyer. There's a basic 
RPG skilltree lurking under 
the game's action surface, 
and each power will 
increase in destructive 
magnitude – eventually 
allowing you to send 
squadrons of enemies 
flying, or through walls 
instead of against them. But 
just how big it will get is 
unclear, and after constant 
promises that we've never 
seen Jedi at their full power 

< y (the exact promise made 
power, h ch consists ask j 4 ° about the fight scenes in 

RIEF BIER ao = Је the second and third films), 

E Р Y is this just another false 

That may s g 4 un, dawn of slightly fancier 
> х = lightning effects? 


position 50 feet in 


electrocute ther 
electrical bomb i 
s. The po 
limitles: it they're ex 
make exp ment 
fighting the inevitable large groups of 
n and again r arable 
Inleashe 


t forget 


mbinations г 


This is the kind of thing that Star Wars game 
have always brought to the imagination, an 





——- Rainbow Six Vegas 2 


Team Rainbow revisits Sin City ona 
mission of refinement over revision 



















PUBLISHER: UBISOFT tse 





than si 







units will be equipped wit 


rmal and night- 





prequel, а f 





Vegas 





Vegas's player charact 
ustomisable avataı 
Montr 


to impler 


claim s, instead vocalising 






original and 





| also in 
vell players are 


ession in refir 





and weapo 
ention. The Al с 
enemies has been tw 















Elite units will be equipped with the same thermal and 
night-vision visors as the player, making items like smoke 
grenades ineffective and forcing new tactics to be used 








though they can 
layer too, due to PEC (one 


tiplayer. The XP 





onyms, it stands for 


5 called АС 











rding to the type 


ction: ass 









»cognise kills, causing sp 
j ating cover; marksman 
wers long range kills and headshots; close 
quarters covers accuracy, use of flash and 





e grenades and short-range kills. The 





s to re 





rd players with weapc 


suit the style of play they favour. 





s all very worthy stuff, and de: 
ith the 
of careful play based around a cycle of 





courage players t 











ing new areas, planning attacks and 





sting them. It must be said, however 





'am's need to reward players for 


Vegas 2 includes 11 new weapons, including. 
a silent sniper rifle, and the team claims that 
the entire arsenal has been better balanced 
so that every gun has a specific strength 


orrectly' with mechanics 










that of actual play seems to be suq 


that V 





gesti 
Is to fulfil Ut 





gas's basic de 
intenti 
approach the game. 








for how players st 


campaign mode has been 





у for 





ayer play, and 





quisite drop-in-drop-out 
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To a large extent, the tweaks and additions seen in Vegas 2 are 
the results of the development team plumbing the depths of 
internet forums to see what players thought of the original 


The ordering system now includes ‘tagging’ 

= directing the squad to take down specific 

enemies. Co-op players cannot order the 
uad, but can tag and revive allies 


Vegas wasn't exactly 
endowed with imaginative 
new multiplayer modes, 
and Vegas 2 looks set to 
continue the trend. It has 

that they h s time to two new undisclosed modes 
than they would ће there ` and 13 new maps, including 
, remixes of classic Rainbow 
Six arenas. Matchmaking 
Il ensure t t И 4 has been overhauled to 
take players’ Trueskill 
rating, their language 
settings and XP score into 
account, and players will be 
able to join in-progress 
matches instead of having 
to observe until the round 
finishes. Terrorist Hunt has 
been tweaked to stop 
‘enemies respawning in 
‘cleared’ areas, and is now 
fourplayer. Those hoping 
for some imagination along 
of the many criticisms of Vegas the lines of Splinter Celts 
ehe we spies-vemercs multiplayer 
spaced out, o Vegas 2 happily includes might well be disappointed. 
almost Halo-like numbers of them 


etheless many prud 





FORMAT: 360, PC, PS3 
PUBLISHER: UBISOFT 
DEVELOPER: GEARBOX 
ORIGIN: US 

RELEASE: 2008. 


A welcome side-effect of the continuing 
enthusiasm for WWII games is the 
meticulous recreation of parts of the 
world that otherwise wouldn't be 
considered glamorous or spectacular 
enough. Hell's Highway’ virtual tourism 
offers a real unexpected pleasure: the 
subtle charms of the Dutch countryside 
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Highuay 


Gearbox digs up Market Garden for its next reverential hymn to the 
heroes of WWII, but is its graphic approach to history a bridge too far? 


here's a moment in our playtest of 
Hell's Highway wher hrow a 
particularly w 








placed grenade at 
a German machine-gun emplacement. It 
detonates and blows one of the Wehrmacht 
soldiers clean in half, sending his legs and 
torso flying through the air in opposite 
directions. The ga 


kicks in. 








ne's ‘action camera 








oming in on the carnage, 
focusing on the cartwheelir 
bloody stumps 


pornographic slow-mo 


dismembered, 





ог a few seconds of 








Weird. But propriate? The 
jascivious treatment o 





extreme violence 
seems starkly at odds with the overall tone 
of the game. Brothers In Arms is thi st 





considered and tactical of World War II action 
апе and 


entimental. In place of the Boy's Own 





series, and also the m 









or the faceless 
epic 
and pers 


of Call Of Duty, it gets up close 





al in the style of its namesake TV 





Я ers, cutscenes 
heavy on military pathos, and moderately 


with persistent ch 











Oh, you got that?” says 6 
boyish, talkative president and CEO 
Randy Pitchford when we mention the 


t to him later. His eyes spark 





earbox's 





with 








the nal 
many Ai ogame developers. "We 
have a very clever engineer who devel 


iasm for gore typical of so 











softy 
algorithm,” he explains eagerly 
build the content in advance to know w 
t's going to happen. Those guys 


ly does that, 








n tear 


ys. And it 





apart in lots of different 





both gross and funny at the same tin 
sn't that weird?" 








me time 





g at th 





quad-command play 
the third proper instalment 
nt generation of 


Hell's Highw 





following the 






Baker and his 
squad into Holland as part of Operation 
Market Garden in September 1944 


Isn't this serious and solemn treatment — 





(be rerom 





which 





j by both a novel and 





a history book by Gearbox's military advisor — 
cheapened by revelling in procedi 
generated, slow-mo muti 
argues that it 








solutely isn't; it's honouring 


perience of veterans, who he feels 





Lr 


Hell's Highway runs on Unreal Engine 3, but 
Pitchford promises "15 to 20 per cent higher 
fidelity than Gears Of War" and, unlike Call 
Of Duty 4 and Halo 3, true 720p rendering. 
But its understated rural realism can look a 
little plain beside its competitors’ staged 
pyrotechnics, and you can often see the joins 








experienced just the same uncomfortable 
mix of horror and gratification. “Talking to 
veterans, there's something about that – 
these weapons are like watching the best 
fireworks display in the universe, but it's also 
horrible, it tears people apart, it's gross and 
amazing at the same time. Most people 
don't get to see what soldiers get to see - 
are burdened to have to see. 

Hence the unapologetically showbiz 
action camera - inspired, Pitchford says, by 
Burnout's crash-cutting: "What we would 
do as developers is pause the game, fly the 
camera over there, run it in slow-motion and 

















watch the event happen. I'm like, "We 





to come up with a way where we give that 
to the customer’. That's what the on 
camera is. No one's done that in an FPS, 


nted to take that risk. But it's 





No one has 








rewarding, we c 


The action camera isn't t 


of Hells Highway playing fas 








the firstperson perspective, in line with the 


current genre trend. A new Ghost Recon- 





ver system pops the camera out to 


person, giving a clearer view for tactica 





commanc as a little more cinematic 





style. Another visual signature is the game's 


represent of risk, as an alternativ 





health. Hells Highway takes an even harder 
line to being hit by bullets than the bruta 
Call Of [ 





ty 4: one hit, or maybe two, wil 








о, when out of cover and in the f 





line, as the risk of being hit increases, the 


sen darkens, reddens and distorts. It's a 





familiar-looking effect, but an interesting 





tension а 


of fire. It 


pplication that really promo! 


f field 





well as a clear awarene: 








well with the game's precise style 
of suppression and flanking, effectively 
mirroring the circular suppression meters 
that appear over enemy positior 





Why make Brothers In Arms firstperson? “In the context 
of immersion, to fulfil the promise of putting you in the 
boots of a paratrooper, firstperson is the closest thing 

the games industry has to virtual reality,” Pitchford says 


got 








with 














мега! separate squads, includi 


played being partic. 


























The game is a little shaky, with both Al and framerate 
offering some less-than-convincing moments. Pitchford 
admits to 3,000 known issues, but is proud to show 
the game as is, rather than a carefully polished demo 





azzling spotlight to modern 





orner of history for 





make a 








ee virtual re-enactor 





an appreciative audienc 








to being, or w 
are certain fantasies that are key 


Most of the folks who 


fantası 











> make a lot they 





and that game 
v what | теаг 
nsidering hi 


s In Arm mak 




















t little bit more room in this 


j it will probably 
king with 
Pitchford 
Wil gaming is close 


е, played out: "There 


по games like this have been fortunate 





Pitchford mentions the James Cameron film 
Titanic as a reference point in his approach 
to historical fiction. Brothers In Arms doesn't 
quite have the same spectacle, but like 

that movie it’s obsessively researched, and 
hangs on a broad, simple, emotive storyline 


He ain'theavy 





Gearbox faces a problem. 
familiar to developers of 
squad-combat titles with 
story components - even 
more so considering the 
emphasis on fraternal 
responsibility reflected in 
its title. How do you make 
keeping your comrades 
alive matter, when their 
importance to the storyline 
dictates that they can't be 
killed? “It’s an interesting 
problem, right?" says 
Pitchford. "We want there 
to be consequences to the 
player's decisions, but we 
don't want to have to deal 
with the plot ramifications 
of losing characters that 
are important. So in each 
combat, if an ally gets hit, 
ће goes down and he's 
wounded, but if you survive 
the combat they can patch 
each other up and be ready 
for the next mission.” 

Its the most practical fix, 
and yet it can't help but 
dissipate the tension. 
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Pivotal ditches the squad tactics in favour of 
explosive action with its own army of two 







Pivotal has built its own rendering engine for Denied Ops but, 
unfortunately, it doesn't match up to the leading technology 
in its field, and certain levels have a particularly rough look 





Chatback 


s the Conflict series has brought 


have lost interest in keepir 
















with real rid events. Previous inst; 
depiction of the first би 
though not st 








y realistic, v 





Terror abandoned this, sending the four-man 
squad globetrotting on the pretext of 
defeating an evil organisation with as much 





се to contemporary e 
SPECTRE. Denied Ops goes furthe 


route, ditching the four-man squ 









and thirdperson perspective th 





previous games the moniker of 


tactical shoote 

















duos limitations are frustrating, with the 
completion of every mission there are new 
additions to the team’s kit which change this 
balance. Сг; 


which allo 





quickly gets a gun-camera, 


him to shoot around corners, 





attachment to his rifle 





ttle less feeble in confined 


j Lang's mounted grenade 



































The animation for healing your teammate can prove 
annoying ~ especially when he's got himself killed in 
‘open ground, under fire from a tank only he can destroy 


to appreciate the need for cover when 








Rn This time around you the option to launcher and bazooka give you a few more under fire from a tank, for example, or 
Нек unpalatable duce are in Switch between firstperson control of either tions when the enemy keep their distance. demonstrating a frustrating reluctance to 
vogue. Graves and Lang are Graves or Lang, a pair of surly wise-cracking The excessive arsenal toted by the two enter a vehicle. On the whole, however 
Diei ара Тореро killing machines whose odd-couple banter man team marks the series’ move away from there seems little need to babysit your 
bickering, which seems to begins to grate before the first shot is fired strategy and towards action - you car buddy, who is no less lethal when out of 
exist in lieu of any actual Though the squad has halved in number, certainly soak up more damage than ir your control, and seems to have a decent 
асаан аво responsibilities are still divided betweer previous Conflict games, and there's no limit survivability when acting autonomously, 

, It Is, however, teammates - initially, Graves’ sniper rifle is to the number of times you can resuscitate a As with Global Terror, Graves and Lang 
effective at getting on the your only effective long-range weapon, while downed teammate. Nor is there any limit to flit between a large number of exotic 
ои ЕН gunner Lang's light machine gun is essential your ammunition. In keeping with this move locations where, unsurprisingly, almost 
for getting himself shot, in close-quarters action. Though at first the towards more immediate, accessible actior nobody is pleased to see them, and almost 
it's only the player who is Pivotal has tried to keep squad commands as everybody then dies in a hail of gunfire, or 
пр simple as possible: directing your companion because they stood too close to one of the 
reply. While there's no 10 follow you, interact with an object many exploding barrels that are being 
need to be constantly ove to a position or take down a particular nexplicably stockpiled. It all contributes to a 
ee enemy is all done from a single button feeling of unease about the direction the 
Al teammate's idiocy it is Though streamlining control is worthwhile, Conflict series has taken - certainly in Global 
a bit galling to have him this stage of development there are still a Terror, the new action focus seemed to have 
ap ple peat v teething problems recognising your had the result of stripping interest instead of 
but Graves and exact request. Besides which, squad upping the adrenaline. Denied Ops will have 
ey, pst mw pu š P commands can only be as good as the Al to offer something else if the absence of the 
wire Teens ait al hay tase el Й used to execute them, and there are series‘ tactical core is not to make the ~ 

than as а tick on a checklist of must-have FPS features occasions when the Al е game feel a little hollow 
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Frontlines: Fuel 


^£ Алу 
UT War 


The team behind Battlefield 1942's Desert Combat 
mod drag players into the fray of World War III 





ou'd be forgive y thought 
you'd seen it before - an or 


torn environment, multiple 








en 





war: 
objectives to capture and an assortment of 
vehicles to help you to get from one to the 
other. Frontlines: Fuel Of War c 
some distance on to Battlefield's turf — whic! 
5 no surprise given that Kaos Studios is 
argely comprised of people who worked on 
the hugely popular Desert Combat mod for 
Battlefield 1942. Promptly bought up by 
DICE to collaborate on Battlefield 2, and 
then just as promptly shut down, the tearr 
then founded Kaos Studios in order to create 
the Battlefield game that never was. 

As such, Frontlines follows Battlefields 
formula closely, albeit with a number of 








rtainly strays 

















interesting refinements. Most notable among 


the changes is the near-future setting, which 












The singleplayer game follows the format of the 
multiplayer fairly closely, even down to giving the player 
infinite respawns. His Al opponents aren't so lucky: only 
a certain number of enemies appear on any level 


gives rise to an array of appe 
toys based on projected techn: 





ingly deadly 
EMP 


guns. It's here that 











devices, drone 
Kaos’ experience with the genre becomes 


clear: considerable thou 








e six possible weaponry choices are 
entirely independent of the four player 

classes, creating a subtle interplay that allows 
tical individualism. 
ranks, and at each rank a new u 
bled. For the class specialising in electro- 

















magnetic warfa sto 


can freeze vehicles, or deny air-strikes by 





nis un! 





disrupting target-painters, while the air- 


an call in cluster bombs and 





support cla: 









direct gunships there are the drones – 


remote-controlled guns on wheels, and 








miniature aircraft that can be used to deliver 


telemetry or bomb enemies. 






The range suggests 
considerable nuance, 
thoughtful teamwork online. In singleplayer 

classes and weapon loadouts 


equipment 









encouraging some 





neanwhile, the 





appear to be unlocked on a more per- 
purpose basis as the player battles through 


eight sprawling mission environments, each 





estimated to last an hour or more. While 





The opening mission sees 
your helicopter shot down in 
а jerry-built encampment 
owned by an oil company. 
Aside from securing the 
crash site, you must rescue 
an embedded reporter 
captured by the bad guys 





Though the singleplayer campaign restricts you to 
playing as the Western Coalition, in multiplayer, you 

get to choose your side. While generally equivalent, the 
Weaponry and vehicles of the Red Star Alliance exchange 
manoeuvrability for increased toughness and firepower 


each level encompasses a grand expanse 
to tink 
various planes and cars 





more than enough spac 





aren't as dispersed as in many o! 


world games. Instead, play tends to progres 





linearly from one end of the map to another, 


with ne ctives unlocked as you pust 





ле ever forward. Within this linear 





progression there is plenty of lateral freedom, 





netheless it is a little disap 
that the front 





inting 





Ye doesn't constantly 





fluctuate with general combat — instead 
being determined by the completion of 
objectives. Essentially, the frontline is little 





more than a progress bar, but it does serve 





to focus cor creati 





n world and th 
rigidly st 


Kaos' devotion to and ui 


between the op cinematic 





action of mor 





shooters. 











tanding of 








he format shows. The game is already 
olished and solid creation that build: 
proven structure while offering a sprinkling 





ittle that is truly radical 





tency of Frontline' 





tion may be enough to capture som 





» territory domin 


jo NE 
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Oil and trouble 





‘Set around the last 
remaining oil reserves in the 
Caspian Sea, Frontlines sees 
the world descend into war 
when the fragile treaty 
between the Western 
Coalition and Red Stai 
Alliance crumbles. The 
singleplayer campaign 

has you play a series of 
nameless Western Coalition 
soldiers - once dead, you 
simply respawn from the 
nearest secured objective 

as though you were a 
reinforcement, effectively 
recreating the multiplayer 
experience. However, the 
missions are bookended 

by cinematics following a 
particular squad and an 
embedded reporter as the 
fighting spreads up through 
Russia, Not to say anything 
of the quality of these 
sections, it does seem a 
little unnecessary for 
Frontlines to superimpose a 
narrative over its obvious 
multiplayer inspirations. 
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The Romance Of The 
Three Kingdoms 


Dynasty Warriors revolves 
around the classic Chinese 
novel The Romance Of The 
Three Kingdoms, and each 
iteration of the series is a 
reworking of the characters 
and battles from the book. 
The novel is one of the 
classics of eastern literature, 
and has been made into 
eastern and western TV 
series, manga and several 
videogames other than 
Dynasty Warriors (several of 
which were also made by 
Koel). The greatness of the 
book lies in the complexity 
of characterisation as well 
as the intricate plots and 
working out of side-stories, 
h makes it a relatively 
limitless source for the 
Warriors series — 
and indeed, the likes of Cao 
Cao have featured in every 
game, with his actions in 
each title consistent with 
his character in the novel. 
Even the name Dynasty 
Warriors is a western 
convenience - the literal 
translation would be closer 
to 'the true story of the 
three kingdoms’. 
























For once, a game's title tells 
you all you need to know 






ое! has the kind of problem most 
developers would love. The Dyr 
Warriors series sells, sells and зе 
in Japan, devoured by adoring fans who 
demand more of the same. At the 
time, the series is criticised for only 








implementing tweaks asked for by the 
community rather than the radic; 











esn't pretend o! se: it knows its a 


franchise iter. yond caring v 


of that, its 








the snipers think. And becau: 


confident enough in its cc 





any che additions to a formula 





orks, rather than readjustme 
risk ur 





ting the apple cart 
5 that such a bad thing? Arr 





most distinct changes is a move away from 
near battlefields towards more open 


environments which can be controlled by 


capturing particular strongholds and feature 





several avenues of approach to their ma 
objectives. 





your mission involves assaulting 


aca 





le, you can choose whether to simply 
break down its gate, use the moat to access 


er system, or climb a mountain that 








if you show a penchan: 
hod of atta 
enemies w 
prepare def 





gs the fortific 





dive straight 
r a particular 














guard. 
hem you 
with stunning com 
r: conversely 








or by killing their lead 
attacks and take 


ll spread th 











few in reti 








t you di 


and your e 





utation 
will redouble. 
up, earning poi 
betw 


charact 


to bi 











some control 





ular talents. In the light of how 


es have innovated in the 





оп fighting genre, these may seem 





зеп spread over a le 





especially v 
game. The emphasis, however, is less on 
gaining new abilities, but on giving you more 
strategic options to approach the huge 
battles that are the lifeblood of the series. 
The visuals and animations aren't up to 
the standards of this generation's finest, but 


sty 








they're significantly in advance of Dyr 
Warriors 5. There is a particular improvement 





in the number of enemies onscreen and 





Confusingly, what we know as Dynasty Warriors 6 is Dynasty Warriors 5 in Japan, thanks to an earlier game being counted. 
as part of the main series in the west but not in its homeland. And you thought it was already hard to tell the difference 





Musou, from the game's Japanese name, Shin 
Sangokumosou, means ‘unparalleled’ or ‘peerless’, 
hence the designation being applied to your attacks 
that cleave the skulls of 50 enemies at the same time 





The most obvious change from Dynasty Warriors 5 is the 
number of foes you face at any one time, which seems at 
least double, and the amount of movement among them 


their actions as they try to avoid your 
whirling weapons, which make them 

somewhat less lamb-like than in previous 
james. The lead characters ha: 





Iso been 
rethought, the incorporation of motion: 
captured animations for the first time in the 
series allowing a reimagining of their 
physiques and weapons – no big deal 
perhaps, for western audiences, but an 
important element in the mythos from 
which Dynasty Warriors draws. 

The combos have also been changed 
significantly, with no artificial cap placed on 
the number of attacks you can string 
together - technically, it's possible to destroy 
every member of an army using one 
unbroken sequence, These sequences build 
up a new ‘renbu’ meter which allows more 
powerful 





ttacks, and eventually leads to the 
musou attacks which decimate entire 
squadrons (of which there's an extra level 
beyond the previous gam 
allowing you to 





probably 
chop a castle in half or 
something). It's all adding up to an 





accomplished instalment in the series, and 
while it won't convert unbelievers, perhaps 


that's because they've already 


convinced themselves it won't 






Other than a handful of new additions, it’s 
business as usual for the real driving simulator 














ran Turismo is nothing if not t nder the adrenaline of rac 
G consistent. Prologue sits squarely ne are the drift challenge 
on the trajectory of technological D Concept. In their place are arcade and 
development that the original GT set out or career mode races and the return of GT 
almost exactly ten years ago. Its cars boast a lassic win-cash-buy-steeds play struc 





tracks, Lon 





Of Prologue’ five r 





perfect sheen and wealth of detail that the 


о alluringly promised; its handling the most immediately impressive, a detailed 


'e refined and 


Jinal 





around Piccadilly 





representation of the street 
ss. But though they're n 
jnlike those in PGR's London, 


nodel is once again mc 





stically 





nuanced than its predecessors, yet feels Cir 
like their direct descendent narr they're 
It therefore also has all of Gran Turismo's lifel 
all the better to show 





s down to 675 hard, exacting light 








characterlessness, a clinically glossy UI an 














some faintly bouncy light jazz doing so curves and perfect divisions between pane 
but lacking in PGRs atmospr e 
iger Nordwand. Its dramati 
nbacks are more detailed e ће 
version in HD Con t, and ain hugely 





enjoyable to throw a car around. And it really 


hrow them around - Prologue 





ndling 








behaved 


mooth as ever, wit! 


ather dull 


both. The feel is 
more than a 
Smoott 





Many of the features in Prologue appear to be tuned 

in anticipation of the eventual release of Home, which 

will support various multiplayer social features, and 

other download bolt-ons, such as online multiplayer 
co f ^ 


Sins Of, ar Emp 


Ironclad, developer of Galactic Civilizations ei Sales up 
its ambition and takes its interplanetary strategy realtime 





to zoom down to the surfa 





f nothing else, Sins Of A Solar 








|| Empire eloquently conveys the 





and take pa t 
staggering enormity of space of managing that along with the rest 
Combining Civilization's macro perspective jalactic empire proved too much. The game 





stonishing in its depth and level 
nade 


already 





on exploration, research and resource 





detail, and though its devel 


efforts to make the interface user-friendly 


management with realtime space combat 


Sins necessarily allows you to scale the view 





moving and allow for a degree of abstracted contro 


iderable amount to learn 





of your domain. It does so fluid] 
from a visualisation of space where planets there is still ac 
Three playable factio 


benefits, and for once it's more 





all have their ow 
btle thar 





are no more than tiny dots straight down to 





individual craft weaving around your ship 








In fact, so the claim goes, the engine fast but weak d ‘slow but tough’. Here. 
behind the game could have permitted you their differences extend to the level of epic 
strategy – tech trees, planet preferences and 
resource differ, making the lor 





term play-style of each faction as different 2 
the tactics in individual battles. 
Now ir 
tinually tweak 
offering, and by 








d the balance 


he time the game is 





er should ha 





released the deve 
tuned. But re 


nuances and the inten 








real success will be prove 


As well as combat, the game allows you to sabotage 
other factions via a relay of broadcast centres, making 
occupied planets discontent with their current rulers 
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"s, EN 







The early events of career mode consist of single races 
(of up to 16 competitors) on its five variably themed 
tracks. Only cars bought in career mode are available 
in arcade, which consists of time trials and races 











slight judders, jarring with the technical 
sophistic 


jars is the audio, wh 


rest of the game. What 





ch sounds much the 
going the richness 
overall effect is that 
GT can feel outdated 
when compared to the best racin 
games of the last 12 months. 





ne as GT always has, fr 
the likes of Dirt. TI 








jespite its flourishe: 
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FORMAT: PC 
PUBLISHER: STARDOCK 
DEVELOPER: IRONCLAD 
ORIGIN: US 

RELEASE: FEBRUARY 











The Al is truly Machiavellian, its behaviour 
determined by the interaction between the 
motivations of individual ships, tactical and 
strategic aims, economics and diplomacy 





FORMAT: PSP 
& EMPIRE INTERACTIVE 
DEVELOPER: BUGBEAR 
ORIGIN: FINLAND 
RELEASE: 2008 


PUBLISH 





pedantic than in predecessors - it's 
sometimes difficult to tell whether 
‘objects will bounce off the bonnet 
harmlessly or send you spinning 





FORMAT: PSP. 
PUBLISHER: SEGA 
DEVELOPER: ALPHA SYSTEM 
ORIGIN: JAPAN 

RELEASE: 2008 





With Japanese sales of Sony's PSP overtaking 
those of Wii during the Christmas season, the 
release on the platform of one of the most 
famous and longest-running RPG franchises 
looks like it has to be a surefire success 
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The pretender to Burnout's crown manages to 
remain largely intact as it screeches on to PSP 





that, unlike in 
be decided withir 


an early lead car 


Part of th 


Burnout, r. 





gh the Burnout franchise has 
nstalment per year, handheld noments 


easily be maintained, while the mayhem o: 











platforms haven't been given a taste since f 
2005's Е the pack tends to be very difficult to escape 


tunately, the 





rnout Legends. And so Burnout's 





capable imitator and major challenger, 
FlatOut, steps | 
Based on FlatOut: Ultimate Carnage, last of aw 


turning Carnage mode 





о the gap with Head On mitigates many of these problems: instead 





or crossing the line 





arding victory 





first, this play optio: out points for 


mashing into opponents, providing an 





offering on Xt 





years competent 
Head On manages to replicate the sense of 
а and may 
piling eight, highly destructible cars 











зет with some technical flair incer right inside the mix 


ve to гета! 





on the Points are then multiplied depending on your 


he frame en 





een at any one time without t position - creating a tension betw 


finishing first and hanging b 








am 





suffering. It's a pleasant surprise to see 


how complete a recreation this has been for competitors off the road. 
the handheld, and how it benefits from 


refinements that attempt 





With a clutter of other modes (including 
stunts in which you 

jy through the 

een), Head On looks to 





or the title to urse, the ragdol 





r driver's b 





the nece 
bringing a greater focus to the quick-play wir 
ter the completion of th 
up. title, and 


game modes return ensure th 


acy of portable gaming p 
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Э 
Sega readies itself to boot Monster Hunter 
Portable from its position of PSP dominance 











Y its time, Phantasy Star Online may With the 20th anniversary of the 
о Have beer esponible for Phantasy Star franchise in mind, Sega is 
establishing the formula of the going to take advantage of the massive 


his combination of platform 


network RPG, b pularity of 


Capcom which found the right formula of 


t it was undoubtedly really F 





and ge е game is based on Ambition 





Of The Illuminus, the recen 





success in Japan. Selling over a mill ly released 


Capcom's Monster Hunter Portable 





copie: expansion to Phantasy Star Universe, but ha: 
has become a cornerstone of PSP gaming 


but it's more than that: gathering in public 





ant and PSP-specific alterations 


While the story mode introduces a new 





scenario (taking place several months after 


the events detailed in Ambition), the network 





places to share the experience wirelessly has 


become a popular trend in Japan. 
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The PSP's D-Pad and analogue nub both do a decent job 
handline control. inevitably, you miss the rumble of the 
Xbox 360 version, especially when things really pile up 





Central to the appeal of online RPGs is the ability to 
fashion unique characters, and PSP is true to its roots 





mode will almost certainly be the main focus 


he character-creation tool has 





of the game. 
been one of the most popular aspects of the 
Online series since its Dreamcast origins, and 





it returns here, although, worryingly, it's not 





yet been announced whether players’ avatars 
from the offline story mode will be able to 
cross directly over into network play. 


Similarly, nothing has yet been said 





about whether the game will be able to 
communicate with versions of Universe 
appearing on consoles. No doubt Alpha 
System has shown some nous in capitalising 
on the PSP RPG's increased profile, and with 
the Phantasy Star franchise the developer 
certainly olid heritage on which to 
build. Nonetheless, it would certainly have 
missed a trick if it were to overlook the 
potential of interoperability, both 


between online and offline play and ~ 
with other systems. 

















hese days, your mobile device isn’t 
| just for communicationing, it's an 
extension of your personality, a 
fashion statement and, with the Nokia 
N81, the next episode in mobile 
entertainment. 8Gb of internal flash 
memory provides room for 6,000 songs, 
hundreds of movie clips and even feature- 
length films in the palm of your hand. 
Nokia's N-Gage platform heralds a new 
gaming horizon for mobile fraggers. With 
a powerful graphics processor under the 
hood and instant access to dozens of 
leading titles, the N81 is as much about 
gaming as it is music and movies. 
Dedicated gaming keys morph this mobile 
into a fully-fledged entertainment gadget, 
while any game can be tried out before 
downloading - all on the fly. In true 21st 


century style, join the online N-Gage 
community to compare, connect and 
compete with friends across the globe. 
But it doesn't stop there. The N81 and 
accompanying software works just like 
your MP3 player; synchronising with 
Windows Media Player, ripping audio CDs 
straight to your pocket and controlling 
playback with sleek buttons and an 
innovative scroll wheel. Use headphones 
ог connect a compatible Bluetooth 
speaker for a ticket to audio nirvana. 
Bored of your current playlist? 
Jump on to the brand new Nokia Music 
Store to discover, preview and download 
new music straight to the N81. Artists, 
albums and genres can be browsed on 
the move while favourite tunes can be 
added to a wish list and bought at a 


later date. What's more, anything 
bought via a PC using the Nokia Music 
Store will be automatically synched to 
the N81. It's like having a back catalogue 
in your back pocket. 

The 2.4in QVGA screen delivers a 
pin-sharp 320 x 240 pixel resolution 
and 16.7 million colours that add an 
extra edge of realism to photos and 
movies. Take on-the-spot snaps with the 
integrated two-megapixel camera and 
share or print via email, Bluetooth and 
MMS using Nokia's XpressShare and 
XpressPrint technology. 

And dont think all this wizardry means 
а compromise in size: the N81 measures 
just 10cm tall and less than 2cm wide. 
In short, the N81 is the only multimedia 
device you'll ever need in your pocket. 





ADVERTISING PROMOTION 


New music from the 
Nokia Music Store 


8Gb flash memory for 
6,000 music files 


Relieve train boredom 
with video player 


Find files fast with the 
innovative scroll wheel 


Compete with friends 
via multiplayer 
N-Gage gaming 


Try every new game 
before buying 


Dell™ recommends Windows Vista® Business. 
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Hyper-speeds. Hyper-style. Hyperventilating yet? Cool innovations from notebooks with optional Blu-ray” disc drives for amazing 


HD visuals to high performance dual SLI" graphics for an amazing gaming experience. 24/7 support from our troop of highly trained XPS 


technicians. The future of gaming is XPS. 


XPS 720, 
EPIC POWER 


WITH IMMENSE POWER AND SERIOUS EXPANDABILITY, THIS 
TOWER WAS DESIGNED TO DECIMATE THE COMPETITION. 


• UP TO - Intel® Core"2 Extreme processor QX6850 (2.93GHz, 8MB Cache, 
1066MHz FSB) + UP TO - Genuine Windows Vista* Business * UP TO - 4096MB DDR2 
Memory • UP TO -1.5TB (2х 750GB Hard Drives DataBurst” Cache) + UP TO - 2x Blu-ray 
Disc Drive & 16x DVD-ROM • UP TO - Internal 19-in-I Media Card Reader & 1.44MB Floppy 


* UP TO - Dell 24" UltraSharp” Wide Aspect Digital/Analoque Flat Panel 


PRICES START FROM £939 INCLUDING МАТ & DELIVERY 
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XPS M1730, 
MOBILE GAMING POWERHOUSE 


IDEAL FOR THE DEMANDING MULTIMEDIA 
& GAMING ENTHUSIAST ON THE GO. 


+ UP TO - Intel® Core"2 Extreme processor X7900 (2.80GHz, 4MB L2 Cache, 
воомнг FSB) • UP ТО - Genuine Windows Vista* Ultimate + UP TO - 4096MB DDR2 
(2x 2048MB) * UP TO - 500GB Hard Drives (2x 250GB) • UP TO -17" UltraSharp” Widescreen 
Display with TrueLife" & Integrated 2.0MP Camera + UP TO - Fixed Blu-ray" BD-R, BD-RE / 
DVD+/-RW Drive’ + UP TO - Dual 256MB nVIDIA" GeForce” Go 8700M GT with nVIDIA* SLI 
Technology & AGEIA" mPPU PhysX Card 
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Far Cry exchanges lush tropical paradise for 
the red dirt and mosquitoes of central Africa 


d's ambiguous _ 





from Ubisoft's main 
, isolated from the rest of the 
e a self-contained start-up, 
| the location might suggest that the 
ien hidden away in embarrassment, it 
ith the self-confidence that comes from 
d with creating a game and shap 





The team is careful to give glowing 
appraisals of Crysis, which Far Cry 2 will 
probably never stop being compared to, 
both on a design and technical basis. 
"We have similar goals, but we have 
different ways of going about it - and 
it's a different game," says Guay 












Ме blue skies and luxuriánt ve: of 
tropical islands, but it stáys true 
mergenary-infested efoticism 

The expansive open world, comprising 
Bavannah,desert and ustbow 
‘olonial towns, corrugated iron shanties 





and Dogon villages, is continuous, with 
ew areas loading seamlessly. It can bé 
traversed by one of 


include rustbucket hatchbacks, roaring 





any vehicles, Which 


dune buggies, the ever-useful LanthRover, boats and a 
hang glider, and is fenced with a ring of impassabl 





desert – venture in and your car 
overheat and you'll fall from heat exhaustion. Her 
animals graze before fleeing at any 
grass, bushes and trees sway with the wind, which car 
boil up into dark squalls, sending leaves and branches 
flying and whipping the grass into waves. More than 
most virtual worlds, this one looks and feels deeply 
credible. Broad fronds of jungle undergrowth are 
translucent, with shadows from those abo 
through, and orange dust is thick in the late afternoon 


will eventually 





sturbance, while 





“T want the player to feel the grime under his 
fingernails. I want to create the guns jamming, 
the dust. This isn’t a sterile version of Africa” 


sun. The 





vel of detail on the 





deal higher than that seen 2 


unveiling at Leipzig in August 





Great attention has a 


people who live in this world. The 


he 


о been paid to 
tory goes ti e 
d at the hands of a 








country government has collap: 
popular uprising, but the rebels have since split into 
vo opposing force: 
each are warlords who profit from pro 
through the diamond trade 
s an arms dealer, the ass: 
bal. Phara 








the APR and the VFLL. He 





d profi 





warlord: 
is the games ultimate g 


that begins in a dusty town 





d runs a demo 








th a river running 
through it, one side of which is dominated by the 
strongly dug-in APR, the other occupied by the МЕЦ. 
Chickens cluck amid a tense atmosphere as the player 


walks around. The APR mercenaries react to the 











player's presence, tolerating him but uneasy: they 


raise their guns in warning if he starés at them for 








Ubisoft Montreal's Dunia engine is 
already proving adept at generating 
atmospheric vistas that characterise the 
time of day well, from rich glowing 
evening sunsets to watery morning light 
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too long, but they're hesitant to begin firing. Their 
behaviour is the result of Far Cry 25 reputation system 
— act the badass by winning battles and being ruthless 
and you'll gain edgy respect among the two groups, 
allowing you to rise up their command structures to 
Close in on the arms dealer, 

They won't tolerate him stealing their 
Land Rover, though, and the clapped-out, 
unguarded Datsun probably won't make 
it up the steep hill to the next mission 
objective. Nipping in to take it sparks a 
quick response, the town erupting in 
gunfire and shouts as the truce between 








the two sides breaks and members of the 
APR chase after the player. Without 
comparable vehicles, they quickly fal 
behind, 2 


at one of the game's many encampments. Here 





Pharand drives up a steep track to arrive 








bu this case a grimy, tattooed man called 
Marty - hang out, NPCs who will help the player if 
they should fall in battle nearby, carrying them t 





cover and providing support. There are 13 in total 
and should they die helping you, they are gone from 
the game for good. 





Camps also act as points where you can sleep to 
advance time. Because NPCs behave according to 
schedules, attacking at night might give an opportunity 
to catch them slumbering. The feature also shows off 


the Dunia engine's notable ability to render evocatively 





atmospheric vistas as time is sped up, showing 
burnished evening smoothly turning to blue night 

and into hazy pale morning. Animals, too, behave 
differently according to the time of day, an important 
detail given the fact that the enemy AI will be alarmed 
if you inadvertently startle a nearby herd 














Near Marty's camp is a Dogon village, characterised 
by distinctive mud architecture clinging to a steep, 
rocky hillside. Its original inhabitants are gone and it's 
now occupied by mercenaries. Far Cry 2 doesn't have 
civilians that players can kill, a decision that Pharand 
says was a point of honour for the team. “O 
about huntingidown a guy and being in the middle of 
а conflict, When you all5W killing of civilians you're 
muddying your themes,” says Hocking. As a result, the 
only times that you face civilians, or other characters 
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lealer he's 
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ng the player character. In fact, the 
with him incapacitated by it, the a 
tasked to assassinate at his bed: 











having failed at his task. As such, the 
player having to pi 





ocure anti-malarial medici 
an underground organisation of priests and d 
that is helping civilia 








s escape the country 


This conceit introduces a г 
structurin 





the increase in power the player character 


as he takes mo 
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medicine, he becomes healthier and can take more 

damage. Combined with a segmented health system, 

which requires the use of syrettes to repl rs as 
depleted, it's also designed to c an 





world in which encounters with any group of 
uld be challenging and interesting 


whether an isolat 









j pair or a whole 





ncampment 
We originally wanted a regenerative system like 
Halo, but we found that once you put it into the open 
world you'd have full health against two guys, or fu 
health against 25. Because we'd need to make the 
health high enough to deal with 25 guys, two guys 





will never be a challenge,” explains Hocking. A 


cncounter withee couple of soldiers caneasili ан JN 


bar or two. To systematically inc > the game's 
difficulty as it progresses, the design Will manage e 
health-giving syrettes, as well 
t being able to use 
jrenades and flanking, cornering you in interiors 











access to weapons 





enemy behaviour. "They will st 





because they know w 





ere the exits аге,“ says 
technical director Dominic Guay. 

R је results in wounds, which 
will kill if not tended to in time, and if hit while fixing it 
up- with a graphic animation of wrenching out the 
bullet - you'll be Killed паган ЈА comparison to older 
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|. POR T INA STORM 


Though not shown in any form during 
our presentation, the team has confirmed 
that it is working on 360 and PS3 versions 
of Far Cry 2, with a ‘no-compromise 
ethic’, according to technical director 
4 @ Guay. “I believe we will have a consistent or 
experience,” he says, delicately. "PC © 
e owners playing the console version 
will feel they've played the same game. 
Obviously there are some things that ë 
1% can't be done, but it's going to look 5 
@ ‘surprisingly good.” Enemy Aland the 
world's geography will be identicalas |" 
the project does not have separate art 
and design teams. The inevitable > 
a concessions will be with losing the j 
enormously high texture resolutions. , | 
found in the PC version, along with 
higher-end graphic effects. 















worked on DICES Rallispart Challenge 
Each will feature a destruction model 

and will be repaifable, so players will be 
able to hang on to particular favourites 


uw 


rent challenges (0 
Is ow persistent to mak 
| tog persistent and it 
ded and boring, 
Bugh and players 
iet enraged 
by funning away 


amm 
village. Containing limited 
"depicted, ammo dumps 
dramatic explosion of pops 
discharge, rounds chao! 


пеосћеша!! aroun; 


пе skid, legs ir 
Nearest cover, The sniper is 
igh = and taking'up a discarded 
Empts to shoot back, exposing how 
Un iS at this range. After a scrappy 
Брого the sniper eventially falls; and 


CONTINENTAL SHIFT 


Members of the development team 
travelled to Kenya to research the 
realities of Africa, but only after an 
advisor had insisted they do so. “It was 
the best investment we've made in the 
project,” says Pharand. Before the trip, 
he admits that their representation of 
Africa was stuck in a firmly north 
American vision of the continent. Having 
seen its reddish earth and experienced 
the way it ingrains itself into clothing 
and skin so pervasively has, Pharand 
claims, profoundly changed the game. 
Incidental NPC conversations now include 
stories they heard on the trip, and they're 
frying to decide whether to incorporate 
the fact that a Land Rover's tyres squeal 
When skidding on earth as if they're on 
tarmac. The worry is that players might 

d the reality too far-fetched. 














Fire is more than a gimmick, 
e. to flush out enemies or cut off flanking 
manoeuvres — and it can easily backfire 


Witivi focus ðh long- 
planning and 
engagement, the area 
that the game simulatés 


Е, 


how far the playepcan 
see - in ajungle it’ 

not very far, but when 
gliding, the world is alive 
in an 800m radius 





“varies, dependent оп" “it’|| burn strongly; if from the detonation of a grenade, 





To Guay, developing a game alongside 
its host engine has both problems and 
benefits: "We have all the experts on 
the team – if there's a problem there's 
always someone who knows the 
solution. But we're not flawless, and 
when you have 25, 30 artists, mistakes 
«an be costly. Once we ship, making 
another game will be a lot easier” 


Pharand runs across a rope bridge to the ridge he 
occupied. There's an alternative route, a snaki 
steep path that curves around the promontory 
Pharand brings out his flamethrower to show o 
of Far Cry 25 big features: fire. Burning 
bridge will fünnel pursuing enemies up the path 
affording him some control over their attack 











With much of Far Cry 25 world being 
of highly flammable scrub, fire is more than a gimmick 
It can be used to flush enemies out of cover or cut off 
flanking manoeuvres – and it can easily backfire. As fire 





mposed 











and is used 


will spre 





wind, 
game's eyeglass 
f 
includes a wind direction 
indicator. The most effective 
way of starting fires is, 
naturally, with the 


t's imp 
vhich apart 
ular 





jm acting as bin 


also beget off by explosions. The strength of the 
conflagratiofi depends on several factors: its orig 
the result of a sustained burst from the flamethrower, 


it won't“ and the flammability of material on which it 
begins. In other words, fires are not endless. 

With Pharand on the ridge, he takes the sniper's 
rifle @nd shdots а mercenary in the leg. He falls to the 
groundjand soon another comes out from cover to 


ngs like cig 






uffing а few Cubans in his 





Darkness theme falls into better focus. With an 
try pitted against players, they're going to h 
е anti-malar 


e to 






drugs increase their health, so too will their reputations 
for being ruthless: incinerating enemies, wounding 
them to draw out their comrades. "What har 
dependent on how each player approaches 
t, but somewhere in the second act you 
become so notorious and feared that the 
underground [of medics and priests] says 
that you're not part of the solution, you're 
part of the problem, and stops giving you 
medicine,” says Hocking. The result is a 
twist on, or reversal of, Far Cry Instincts’ 
abilities. "As medicine is cut off yc 
ne sickly and grotesque, but still more 





ns is 














notorious," Hocking continues. "You 
transform from being this healthy guy that 
might occasionally shoot someone in the 
knee to somebody that's literally dependent 
on being cruel and vicious, twisted and 
deformed and vomiting all the time. You invert your 
relationship with your own power — from being 
powerful because you're healthy to powerful because 
you're crueller than the enemy." 

It's the core theme of the game, making playe 
realise by the end of the game that the way they got 
here they have is through being a scumbag, and 
bly worse than the person they've been sent to 
|. Though it's broadly similar to BioShock's opposing 
of personal choice against narrative destiny, again told 
jainst the backdrop of an assassination, here the 
tension is a direct product of game mechanics, rather 
than BioShock's immutable, scripted plotting, and it 
has the potential to be all the more powerful for it. 

Ubisoft Montreal is applying this organic approach 
to game building to every part of Far Cry 2. The result, 
so far, looks coherent and convincing. Every mechanic: 
has a tactical purpose and sits in the world consistently, 
fleshing out a plausible and absorbing environment. 
What remains to be seen is how they will balance each 
other out, and whether the open warld will provide 
enough direction and motivatign to fully engage 
players. But the conviction with'which the team 
presents it suggests that they believe they have the 
solution to,this dark alchémy of grime, sweat. 
and тојаРипсетајтули ~ 
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а spray of pixels and coins p 
representation of violence, but here the change is in the game's favour 



























wanted to try to do much more, but then you are you simply kill those enemies. The US 


limited to what can be held on the disc. But as it is version is the closest to my initial vision 

now, the game is really like my initial vision of it. of the game. The issue of having blood 
spilt is an interesting one. Today's 

This is the most powerful hardware you've technology makes a very realistic visual 

worked on to date, but it can’t offer graphics experience possible, so does that mean ` 

on a par with other platforms; was it this blood has to be sprayed all around? 

that led to the game's distinctive look? I'm not sure. There is, in terms of 


I think graphics are actually something very hard to videogames, almost a natural absence. 
define. If you think of what the PS3 or the Xbox 360 of blood: you kill an enemy and that’s 
delivers as ‘graphics’, then you will notice a gap. But all. The opposite we're now seeing, 

if you consider Resident Evil 4 as perhaps the best without going into too high a level of 
that a GameCube can deliver, then you know that 

you can at least do the same on the Wii. That's the 


functional side, but really graphics are about what Today = technology) makes su realistic visual! 
You want to show in the game. My first vision ofthe =x Jarane Бе ДЕЛЕ SO DES, aasman Jiggs 


game was Travis facing a number of opponents. That” [|= = tc DE! Sprayed a allı dzi m m not sure” 

is one aspect | wanted to keep. Overall, | think we E 

managed to deliver that vision with a good graphical photorealism, is that you may feel the would they do the wrong motion? 
representation. In that sense, | don't see graphics as need to show blood on the screen to ` watching players at the TGS. 










an issue in this game at all. serve the action. Now, if you decide ` Showed me it would be OK, 

that action games as а whole can’ 
In the action part of the game, the moment have blood on screen, from a user's Are you happy with the bike? 
when Travis finishes his adversaries is quite point of view that may make a I wanted to do more with it, but you 
bloody in the American version. Was that particular game look quite unrealistic need to set limits. In the game it is very 
always OK with Nintendo? and actually harm the experience you much about transportation. But this is 
Indeed it was. But its an important point that the ` are trying to deliver. It is still too early а small map, so what you can enjoy in 






game is different in different territories. The to see if the issues of graphic violence GTA with cars and the opportunities 
Japanese and European versions have no blood and and blood are important because, in - to do what you want with them in 
4 terms of fidelity, they are new — or if different ways, the little surprises. 
we'll become accustomed to these they hide for you, can’t really be 
- sights as natural as technologies and reproduced at the same level on 
minds move on. But | think that а much smaller map. 
perhaps the bigger issue is shielding 
people from any form of violence. 
















No More Heroes is a new type of Mizuguchi is involved with] have 
game for Grasshopper; did you been linked to No More Heroes. 

















feel a bit anxious about trying to How did this come about? 

create an action experience and t was invited to the Q Entertainment 
blend it with city sections? party, and that music was played in the 
Samurai Champloo [а PS2 game for background, It was actually one of my 
Bandai Namco] was our first try ata first encounters with Mizuguchi-san. 
full-map game experience, and our And we were talking about a track 
first challenge in the sword action playing in the background, | said it was. 
field. The feedback then was good and cool and, just a throwaway remark, | 
that told us we were on the right told him it would be great if | could. 
track. So we weren't that concerned use it for one of my future games. 
about our potential to deliver a true Then he had a very cool reaction: 
action experience. | was more “Yeah, no problem.” This is how | got 






concerned with how users will actually the green light to use the first track 
understand the use of the Wil Remote from the Genki Rockets! There's a 

motions during the action sequence. friendship between us and | felt such a 
Would they be able to do it naturally collaboration would be really great. 










Grasshopping 

on the internet 
The Grasshopper Manufacture 
website is an experience well 
worth the time, not least for 
the unlikely alternation 
between classic design and 
horrifically garish lime and pink 
colours. There's а news feed, 
sections containing Suda's 


replies to fan mail (in Japanese) 
and the chance to purchase 











Sarasshopperis about a Very special visual touch, but! also 
Want to challenge ourselves by Working on realistic visuals 
as Well, Our next title will have a very different style” 
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No, he's not taking the Mickey. Warren Spector has gone from Deus Ex and 
System Shock to making fun for all at Disney. And, what's more, he loves it 


he Hammersmith offices of 
Disney are undoubtedly the 
business end of the Magic 
Kingdom. The toons don't parade, but. 
rather loom from the walls like company 
directors, their mischief and mayhem 
trapped behind glass, cut out of 
cardboard and frozen in Polystone 
statues, The closest you'll get to a 
cel-shaded riot is the music playing in 
the lifts. The only big-screen escapism 





is a videoconference to offices elsewhere. 


On this particularly dreary afternoon, in 
fact, the most animated thing in the 
place isn't Buzz Lightyear or Donald 
Duck, but the man behind Deus Ex. 

Few of Warren Spector's games, 
among them also Thief, Ultima 
Underworld and System Shock, work out 
as you'd expect, so it figures that we 
should find him here, crowded by 
characters from the movie Enchanted 
(sitting there from an earlier interview, 
and not one with Spector). Outside is 
Ralph Erskine's The Ark, the boat-shaped 
skyscraper which, Spector marvels, 
would make an excellent venue for a 
videogame. And somehow it’s raining in 
two opposite directions, as if to provide 


the most fitting backdrop for this 
occasion. We're here, after all, to find 
out why the master of dark, cerebral 
adventure games is suddenly working 
for the House of Mouse. 

Bought by Disney Interactive Studios 
in July 2007, Spector's Junction Point 
Studio joins the UK's Climax Racing 
Studio, Canada’s Propaganda Games 
(now developing Turok) and Avalanche 
Software (not the Just Cause guys, but 
the US veteran of licensed genre games). 
There's a sense of mutual opportunism to 
this sudden push, Disney looking for a 
mix of experience, talent and technology, 
the studios flattered by the interest of a 
cross-media giant with renewed focus on 
games. But Spector's involvement is more 
personal, even borderline religious. At 
university, his Masters thesis charted the 
evolution of Disney characters from 
‘Chaplin-esque comics to costumed 
adventurers’. Prior to work on electronic 
games he made Toon, the cartoon RPG, 
for Steve Jackson Games. His post-Deus 
Ex resume is peppered with advisory on 
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appreciates this entirely. “I tell everyone | 
partner with; ‘If that's not the kind of game 
you want then I'm not the man to be 
working with’. Disney didn't blink, so that's 
the kind of game we're gonna make. 

This studio debut, no longer an original, 
episodic adventure to be delivered via Steam, 
is such a fiercely guarded secret that even 
this notorious motormouth is keeping 
schtum. All the juicy details must be itching 
at the back of his throat, but not once during 
a fast-flowing Q&A does he scratch. The 
closest we get to a reveal is that it's a 
“licensed game”, and that despite a vocal 
desire to tackle Disney properties X, Y and Z, 
instead he was given Q. “Which was cool,” 
he adds. "It's a challenge.” 


It certainly is. Disney characters aren't 
like comic-book heroes, gifted with powers 
and backstories, They don't dictate any 
particular style of game, though Spector 
does draw the line when it's suggested that 
they're blank slates. "What they are, | think, 
is well known," he says. "When you mention 
Donald Duck, everybody gets a flash of a 
crazed, feathers-flying, angry duck. You say 
Mickey Mouse and people get a different 
picture: nice, suburban, whatever. The 
interesting opportunity for me is to remind 
people what made them as popular and 
great as they were, because they've changed 
over the years, That's an opportunity for 
Disney which | don't think they're exploiting. 
In terms of the games I'd like to make, it's 
not black-and-white. What I hope to do 
with those characters, when I'm given the 
opportunity, is to allow players to test what 
they feel about them. Who are Chip ‘n’ 
Dale? Y'know? So they're not blank slates: 
they have very specific traits that are very 
well understood inside of Disney, and I 
think intuitively understood outside. So 

you can play with that, or undercut it. 
Subvert it, maybe." 

It's still problematic, we insist, if not in 
characterisation then in situation. The toons 
of old were often playful comments on the 
world around them - sitcom characters, 
essentially. Where's the wish-fulfillment 
potential in that? Where's the hook? Spector 
agrees. "There is a very definite feeling as 
you watch Disney cartoons, and as you try to 
think about how one might adapt those to 
an interactive form, about what it is that 
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these characters actually do. What things 
happen to them? From a game design 
perspective, we have to [return] to where 
they were active, engaged, mischievous – 
defeating giants at the tops of beanstalks.” 
When Disney asked him which properties 
he'd like to work with, Spector didn't ask for 
Goofy, Snow White or even a Kingdom 
Hearts-style mélange of the company's entire 
output. He asked for Carl Barks' entire 
output instead (though this doesn't relate to 
his current work). Barks, who died aged 99 
in 2000, was the quintessential adventure 
comic artist, a Disney studio illustrator 
responsible for turning Donald Duck into an 
intrepid explorer, with an uncle named 
Scrooge and nephews Huey, Looey and Duey. 
"You go back to those stories today and kids 
love ‘em, adults love 'em,” Spector explains. 
They were like Indiana Jones stories. And 
there was an attempt a couple of years ago 
to do Duck Tales, which tried to adapt some 
of them. But they younged ‘em up. 
I love games that are about shades of 


“| Love games that are about shades of 
grey. With Disney, good defects evil. So 


anybody at С 


ip 


d talk t 


whe 


t right and send me be: 


i Alex 


But it doesn 





I'm trying to wrap my head around that” 


grey - stories where there's no right and 
wrong. And with Disney there's basically a 
hero and a villain, and good defeats evil. So 
I'm trying to wrap my head around how I'm 
gonna deal with that directive; it really is part 
of the core culture of the company. But the 
real key for me is player choice and 
consequence, and | don't think you need 
тога! or ethical ambiguity to get into that. 
We'll see how right | am,” 

Fail gloriously. That's Spector's motto, 
even if few of his games warrant such 
conditional praise, But with games such as 
Mass Effect flitting back and forth between 
moral poles, asking surprisingly little of either 
themselves or their players, you see where 
he's coming from. Years after Deus Ex 
dropped you square in the midst of a socio- 
ethical crossfire, games have fallen back to a 
level of sub-Jerry Springer sermonising 

"I've certainly thought about what 
BioWare does,” says Spector. "It's kind of like 
a kissing cousin to what | do, just like what 
Peter Molyneux does, and even Grand Theft 
fe. l'm just in a different 
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place in the continuum. | do think that - | 
shouldn't say this with a Disney person in the 
room - it seems to be true that the simpler 
kinds of choice and consequence are easier 
for people to grasp. So their games do tend 
to outsell mine. But I've always sold well 
enough to fund the next game, which is 
always the goal. Yeah, | like a little less of 

a binary approach, and actually like an 
approach that has less dialogue. Oh my 
God, BioWare's games have tons 

“One thing Mass Effect has done - and 
I've seen the game enough to speak cogently 
about it at a very shallow level – is that the 
characters really do look like they're better 
actors than we've ever seen. And that's a 
necessary advancement no matter what 
game you're making. Alyx in Half-Life 2 
was a step forward, the characters in Mass 
Effect were another. | wish we weren't 
making those steps forward in the hyper-real 
world but in a more iconic way; I think that 
has more potential. But they're making 
progress. | can't speak for whether they've 
done it right or not, but it's vital we look 
for ways to make non-action parts of our 
games as compelling and interesting as the 
action parts. So the fact that BioWare tried 
to do a dynamic conversation system - more 
power to ‘em, 

And this knowledge translates, 
presumably. “One would hope so - that we 
could, y'know, rip ‘em оН. The funniest story 
about that is... you remember Trespasser? 
Seamus Blackey, who directed that, and a 
bunch of the designers were all buddies of 
mine from Looking Glass. And | was at an 
ECTS show right here in London, and they 
asked me to play their beta, So | sat down 
and played for about three hours one night 
and | got done, pushed the keyboard away, 
and they're all looking at me as if to say: 
“Well, what did ya think?’ And I said: "You 
just showed me everything | needed to know 
to kick your ass and destroy it. Thank you 
| mean, the game is much maligned now but 
it really pointed the way towards a more 
simulation-driven, physics-driven approach 
which lon Storm exploited. And that Valve's 
exploiting, certainly. Showing people a new 
way, even if you don't get it right — that's a 
good thing. It's OK 


Not quite egotistical enough to cast 
himself as a kind of gaming oracle, Spector 
does appreciate his role as a sharer of 
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Highlights of Spector's career to date 

(from top left to bottom right, by row): 
Space Rogue (1989) 

Wing Commander (1990) 

Ultima Underworld: The Stygian Abyss (1992) 
System Shock (1994) 

Thief; The Dark Project (1998) 

Deus Ex (2000) 

Deus Ex: Invisible War (2003) 

Thief: Deadly Shadows (2004) 


blessing on a game, or so he can teach me 
though there are things | know he will teach 
me. It's because | want to sit down and say: 
"ОК, John, there are movie stories and there 
are games stories — and they are different. 
And if you're gonna help us, which you 
clearly can, you need to understand the 
differences’. It is not possible for John 
Lasseter or anyone else, currently, to go to a 
university or read books and understand how 
games work. That's why there needs to be 
teaching both ways. And there aren't that 
many places where you can even do that. 
Inside Disney, there's that opportunity." 

One of several history lessons ensues, 
about how Disney trained traditional artists 
as animators during the ‘30s, and how its 
funding of student art institutes has evolved 
into, among other things, internal forums 
and lecture series, Of particular interest is a 
series of 80-odd DVDs circulated internally – 
a peerless pool of industry knowhow. “Oh 
my God, if you could get your hands on 
them,” he gushes, “They get guys like 
Spielberg and Ray Bradbury and Ray 
Harryhausen and Vilmos Zsigmond, and all 
sorts of people inside Disney, and they just 
record those people talking for an hour, 
about Disney animation, telling stories, 
lighting to create a mood, how we did things 
on Sleeping Beauty – whatever. I've watched 
all of them and they're fantastic, They get 
circulated all around so all that learning can 
be transmitted. And there is nothing on any 
of those 80 discs about games, interactivity, 
or any of that kind of stuff. I'd love it if we 
could just add one or two or three.” 
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There have already been мо 
casualties of Spector fulfilling, or at 
embarking upon, his Disney dream, the 
being a recently announced John Woo 
collaboration entitled Ninja Gold. The plan 
was originally for Junction Point to make the 
game while Woo, with his production 
partner Terrence Chang, would make the 
movie, the projects converging in both 
production and plot. Now, however, Fox 
Atomic has green-lit the movie and the game 
has been shelved. “It's possible we'll come 
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"| don't need to direct and | don't want 
to write it, but | want to make a movie. 
| want to conceive it; | want to do it" 





back to that at some point," Spector assures 
us. "| hope so because it's a really cool world 
cool characters, and certainly the 
potential for really great gameplay. But now 
the movies going ahead without a game 
and I'm like: ‘But I created those characters! 
Another baby's going away and I’ve got to 
let him go." 

The second is something far more 
unlikely, though given the circumstances 
Spector's mile-long indie streak 
has come, practically at least, to an end 





wit 





inevitab 





“It's a tough, weird time," he explains, 


pragmatically. "If you're making little games, 
that's fine. If you're in the casual or serious 
gamespace - even if you're an online guy 


th 





е Opportunities out there for 





independents that | think are pretty coo 
But if you want to compete with the 
BioWares or Pandemics — oh, wait, they'r 








independent any more. If you want t 


compete with the Naughty Dogs - oh, 
wait... there just aren't a lot of independent 
developers out there - and there's a reason 
No one's going to give you the money and 
time you need to compete with the internal 
studios. And everything's cyclical in the 
videogame business, so right now we're in 
a cycle where it's just frankly better to be 
an in-house developer. Three years from 
now, five years from now, 
change. We'll see," 
Prediction, he's always said, is a fool's 
game, and the reticence about what's to 
come from Junction Point might well be 





self-imposed. This partnership with Disney, 
a kind of mirror image of Steven Spielberg's 
work with EA's LA studio, is a seminal one: 
who can possibly know the outcome? His 
palpable optimism, however, tells you that 
the kingdom's magic is obviously working. 

So we throw one out there, just for 
the hell of it - some bait for Spector's 
outspoken grump, buried beneath all this 
sparkle and shine. Having questioned, with 
typical candour, the likes of GTA at 2005s 
Montreal Game Summit, what does he 
think - brace yourself - of Manhunt 2? 
“Aaah, why don't | get myself in trouble 
just a little bit more?" he sighs, a pause 
before and after. "It's unnecessary, stupid, 
pointless, adolescent garbage. But whatever. 
I think that about a lot of movies, too, but | 
don't have to see ‘em and | don't have to 
make ‘em, And | don't have to play ‘em 
There is clearly an audience for that and | 
don't believe games do any damage beyond, 
you know, generally coarsening the culture 
along with hyper-violent stupid movies and 
hyper-violent stupid music. 

"The problem is when businesspeople 
see that thing succeeding and try to push 
you into doing it. And, to be frank, in the 
couple of years of independence that 

junction Point enjoyed, | saw a lot of that. 
And | saw it at lon Storm. | fought every 








day the beating of 'just-make-a-shooter 
And when you're pitching products and 
trying to do something that's different and 
[sighs] more mature, and maybe more 
intelligent, and all those charged words 
which are going to get me in trouble, you 
find the publishers don't want it. And 
that's another reason to be involved with 
Disney, because there's no pressure to do 
that. And I'm gonna place my life where 
I'm working with folks who seem to 
nuinely believe we make entertainment 
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then I'm not the right guy. But if it's 


everyone. If it ever turns into just kids 
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family, I'm your guy right now. 
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As Europe's No.1 web host, we have spent the past 20 years providing cutting edge 
services and products to millions of users. Now we are giving you a chance to start 
the year successfully by offering discounts on all of our products. Sign up now to 
take advantage of our special offers and see what a 181 website can do for you: 
www.land1.co.uk 





20 Reasons to use 1&1... 


Secure Grow your Share Create Enhanced Amaze Microsoft® |Createa | Showcase Money 
Data business photos an communica- | friends with | Gold website your hobbies | back 
Centre with search | or create | electronic | tion through | pictures and | Certified for your &interests | guarantee: 
marketing a family portfolio marketing stories from local on a web Details 
page tools vacation sports page online 


team 


Build your own website in 4 


At 1&1 we specialise in bringing 
you the finest tools available to 
make your website a success. 
Whether you want to showcase 
your favourite hobbies, family 
events 1&1 has the right package 
solution for you. Build your website 
in 4 easy steps! We have put 
together a range of fantastic 
offers on all hosting packages. 
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sional programmer or web designer. 
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1&1 BEGINNER 
PACKAGE 


The 1&1 Beginner package is the perfect 
way to get started on the web, It features 
all the basics you'll need to create your 
website in an instant! No HTML or 
programming knowledge required! 


99.99% Up-Time Guarantee 

250 MB web space 

20 2 GB POP3/IMAP accounts 

3 GB monthly traffic 
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1&1 HOME 
PACKAGE 








The 1&1 Home Package offers an excep- 
tional value for your money. Showcase your 
family, hobbies or anything else you'd like 

to share with the world. It just takes a few 
minutes and your professional looking web- 
Site is online 
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he pen-and-paper roleplaying game was 
one of the earliest and most enduring 
influences on videogames. It's not hard 
to see why: the fundamental problems of 
playing a role are shared by any game that 
places you in control of a character - be ita 
warlock in a kitchen or Mass Effect's 
Commander Shepard. How do you define the 
relationship between the player and the avatar, 
and govern a player's desire for freedom? Pen- 
and-paper (PnP) games are an obvious place to 
look for answers to these questions - these 
social and imaginative exercises distinguish 
themselves from the unruliness of play-acting 
through structures like inventories, experience 
and hit-points which fix fantasy with statistical 
representation. For many years, such 
mechanisms and the needs of videogames have 
dovetailed neatly. More than this, they have 
become such a visible and celebrated part of the 
roleplaying genre that the term ‘RPG’ has itself 
begun to denote these peripheral features to 
the exclusion of the core idea of ‘playing a role’. 

This is changing. Looking back over RPGs 
from the last few years, a trend is evident. 
Vampire: The Masquerade - Bloodlines, The 
Elder Scrolls IV: Oblivion and, more recently, 
Mass Effect all pursue a more direct, visceral 
means of representing action, searching for an 
immediate feedback that circumvents the 
prominence of PnP mechanics. Increasingly, the 
RPG is relegating tabletop conventions to the 
background in favour of the ultimate goal: 
complete immersion. 

Talking to the developers of this new breed 

of RPG, it's clear that they think that this change 
in direction is using the medium to better 
achieve the core act of roleplay itself, 

“One of my chief disappointments with 
many existing RPGs is the amount of pen-and- 
paper mechanics that they still employ,” says 
Ed Del Castillo, the president of Liquid, 
Entertainment, developer of the upcoming Rise 
Of The Argonauts. "Sometimes I feel like the 
computer is being used as nothing more than a 
glorified calculator. The player is still micro- 
manipulating the character's stats, equipment, 
skills and bonuses. The problem with this is two- 
fold. First, the player is spending too much time 
in menus and not as much time in the game 
world, which dissolves the fiction very quickly. 
Second, most of the rewards aren't visual; they 
end up being micro-bonuses which are seen in а 
menu or paper doll or equipment screen but are 
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rarely visualised in the game. The Argo team 
is more focused on ‘visual storytelling’. We 
don't have 43 swords in Argo: we have maces 
that knock the enemy back, spears that impale 
him, and swords to cut him in half. We feel 
that the best rewards are the ones you can 
see. We're giving the player a fulfilling 
experience rather than fulfilling the 
expectations of a genre." 

Expectation is the important word: for all 
the scorn Del Castillo has for these mechanics, 
they've clung to the computer RPG since its very 
early days, and their demotion is an acute 
source of anguish for some vocal minorities. The 
fans of the two earlier and turn-based Fallout 
games are well known to be rabid detractors of 
Bethesda Softworks' new visceral take on the 
franchise. Former Black Isle Studios designer, 
Josh Sawyer, who was at one time the lead 
on an ill-fated version of Fallout 3 before the 
rights were sold on to Bethesda, has been 

Я unconditionally critical in saying that the 
computer RPG was going "straight to hell” 
As far as Sawyer’s definition of singleplayer 
PC RPGs goes, he might be correct. Black Isle, 
responsible for many acclaimed RPGs including 
Planescape: Torment, Icewind Dale and Baldur's 
Gate, was eventually shut down by parent 
company Interplay after losing key staff to a 
splinter group, Troika Studios. With Troika also 
now defunct, Sawyer clearly feels that the 
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Neverwinter Nights followed in the footsteps 
of Vampire: The Masquerade – Redemption by 
enabling user quest creation. Online, one player 
could take full control over both the world and 
server in a role akin to the gamesmaster of PnP 


CONDITIONALLY 





CRITICAL, SAYING THAT THE COMPUTER 
RPG WAS GOING “STRAIGHT TO HELL" 


genre's star has fallen, lamenting in an interview 
with rpgcodex.net that “there are no pure PC 
RPG developers left outside of very small outfits 
like Spiderweb Software,” before adding: 
"Welcome to hell!” 

Behind the fire and brimstone, it’s true that 
the kind of games for which Black Isle became 
renowned, with its isometric presentation, focus 
on stat-building and turn-based combat, have 
given way to a new breed of more instantly 





Richard Garriott's Ultima series, the first instalment of which was published in 1980, is 
both one of the earliest commercial RPGs and one of the longest running videogame 
franchises, with more than 25 titles. Its online versions continue to be very popular 
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gratifying, console-influenced RPGs. But is 
sadness at their passing something best 
relegated to the backwaters of nostalgia? Del 
Castillo and Sawyer are acknowledging the 
"same shift from different viewpoints: the 
computer RPG is changing and coming into its 
own, recognising and embracing its differences 
from PnP mechanics rather than trying to 
recreate them in another medium. 





Is there a justification for this change in 
direction? The genre's history shows some 
commonplace truisms to be less than wholly 
accurate, for while PnP mechanisms may offer 
videogames easy solutions, the translation 
between the two worlds has always been 
imperfect. Despite the common ground, both 
have been on separate tracks from the offset, 
and there’s even some confusion over whether 
the games credited with bringing the genre to 
the digital world were inspired by PnP gaming 
the very earliest are contemporaneous with the 
1974 release of the seminal tabletop fantasy 
game, Dungeons & Dragons. The prevalence of 
dungeons and, indeed, dragons in these games 
might suggest otherwise, but it’s surely just as 
plausible that they were simply riding the 








The numbered Ultima games have so far been divided into three 
‘ages, which mimic the sophistication of their narratives. The final 

Age of Armageddon, of which Ultima УШ: Pagan (above) is a part, s 
the player do battle against a malign deity known as The Guardian 


fantasy mileu’s wave of popularity. Pedit5 by 
Rusty Rutherford is commonly credited as the 
first dungeon-crawl game, programmed in 1974, 
with'the banal name merely an attempt to 


remain undetected by system operators, More 
explicitly titled games followed; Dungeon, dnd 
and Oubliette, each wearing fantasy inspirations 
proudly. Running on university-owned systems 
such as PLATO and the PDP-10 mainframe, 
these games made use of advancing monitor 
technology to provide rudimentary graphical 
representations of the environments, and soon 
offshoots began to exploit the interconnectivity 
of academic networks to bring players together. 
Richard Bartle, along with fellow Essex 
University alumnus Roy Trubshaw, pioneered 
online gaming with their Multi User Dungeon 
(МИР) – a communal roleplaying spa 

"It’s not actually as clear-cut as people think 
to say that MUDs were inspired by PnP games,” 
says Bartle. "Roy Trubshaw hadn't played 
Dungeons & Dragons when he started MUD, 
for example. The [later variant] DikuMUDs 
owed a lot to D&D in that they deliberately 
replicated many D&D systems, and because 
EverQuest used the DikuMUD model, most of 
today's MMORPGs have many of the same 
elements. However, DikuMUDs were first and 
foremost MUDs and not computerised versions 

D&D, The D&D elements were brought in to 


The Fallout series has always been known for its 
‘compelling world-building and incredibly dark 
humour. Bethesda Softworks has proved itself 
competent at the former, but we wait to see if 
its writing can do justice to Fallout 3 (below) 


enhance the MUD experience from the point 
of view of the designers, not to replicate the 
D&D experience.” 

So for all of this readiness to adopt the 
conventions of PnP gaming, it was apparent 
even this early on that videogames offered 
something quite different to that of the 
tabletop game. While videogames do make use 
of PnP rulesets and the fictions associated with 
them, they can alter fundamentally in the 
they handle player freedom, stories and 
information. At the same time, the videogame’s 
inefficiencies in reproducing a tr abletop 
xperience have always been mitigated by 
qualities that the PnP games couldn't have – and 


t's these qualities on which the new breed of 


omputer RPGs are beginning t e 


Dnd, written by Gary Whisenhunt and Ray Wood for the PLATO 
operating system, had a familiar plot like so many of the early 
computer RPGs, this one involving a quest for a mystical orb 





The Elder Scrolls Ш: Morrowind, which is given a 
Time Extend on page 98, had a more distinctive. 

and idiosyncratic world than its sequel, Oblivion, 
with an art Style that departed bravely from the 
all-too-familiar Tolkien-inspired fantasy mould 


та 


“Tabletop games and videogames 
scratch two very different itches,” says Paul 
Chapman, marketing director at prolific PnP 
RPG developer Steve Jackson Games. “Tabletop 
games encourage, and some require, house 
rules to make the game play smoothly. Tabletop 
gamers like this; many like to tinker with the 
rules as much as actually playing the game. 
Videogames offer more immediate gratification. 
There are no rules to debate, as they're coded 
into the game. The visuals are far superior to 
any board or card game, and there is the added 
element of action providing instant feedback.” 

The presence of real people lends the 
tabletop RPG an invaluable and irreproducible 
property: the activity is a highly social one. 
"A good group will play off each other, bend 
the rules as the mood shifts, and often enjoy 
each other's company as much, if not more, than 
the game,” says Chapman. "Computer RPGs 
focus on combat and character advancement, 
due to the limitations of the technology. You 
simply can’t put an Al into a game which can 
allow the social interaction that tabletop RPGs 
do. MMOGs are, of course, the exception to 
this. By leaving the rules to the computer, 
basically eliminating the tabletop position of 
gamesmaster, everyone is.a player and can 
interact socially. This is, in my opinion, as close 
to tabletop RPGs as today's tech allows us to 
get. Eventually, as voice and video connectivity 
improve and become prevalent, this genre 
will get even closer." 

While Chapman is certainly correct in that 


MMOGs are currently moving closer to PnP in 
terms of soliciting the imaginatiorvof players, 
many recent examples are looking to diverge 
from the mechanical conventions. Hellgate: 
London introduces shooter-style gunplay, Age 
Of Conan intends to give more direct control 
over melee combat, and Tabula Rasa claims to 
do away with grind. Quite apart from the 
structure of the games themselves, though, 
online sandbox RPGs are focusing their energies 
on much the same things that early MUDs did: 
environments in which players can construct 
their own stories. The emergent actions of 
World Of WarCraft players, with their in-game 
weddings and funerals, is an obvious indicator 
of this. Crowd Control Productions' Eve Online 
perhaps epitomises the drive, permitting even 
the most ruthless behaviour between players. 
Hilmar Pétursson, the developer's CEO, 





GRATIFICATION. THERE 





VIDEOGAME RPGs OFFER MORE IMMEDIATE 


ARE NO RULES TO 


DEBATE, AS THEY'RE CODED INTO THE GAME" 


believes that, increasingly, PnP gamers are 
actually abandoning the tabletop for these 
kinds of freeform digital worlds. He is in a 
good position to know, since his company 
recently merged with White Wolf Publishing — 
a PnP developer with an eminent heritage, 
responsible for the popular World of 
Darkness roleplay setting. 




















"Now that we have networked computer 
games,” says Pétursson, "I think that persistent 
worlds are approaching a similar level of 
socialisation as PnP gaming, but without the 
logistics challenge of ‘setting up а game’. A lot 
of PnP gamers are transitioning over to virtual 
worlds, more so as those offerings mature in the 
coming years." No doubt, part of Eve's 
attraction to PnP gamers is in its ability to 
provide a gamut of play-styles that goes some 
way to replicating the idea of ‘house rules’, 

“You can very much play the stats aspect of 
Eve Online or you can sit inside a station all day, 
trade on the market and not bother with stats 
at all,” says Pétursson. “Or you can build a 
corporation with a unique vision and mission 
and lead your employees to victory. There are 
also great examples of dedicated roleplaying 
groups in Eve that really immerse themselves in 
the backstory of the world and build on it. 
Singleplayer games are, due to their constraints, 
stuck with what the designer emphasised in 
the design. With its sandbox-oriented design 
principles Eve Online really leaves that balance 





Pete Hines, VP of marketing at Bethesda Softworks, sees the strength of 
computer RPGs like The Elder Scrolls laying in their immérsive worlds 








The world of The Elder Scrolls IV: Oblivion still 
occasionally tempts members of the Edge team 
= but we resist, if only because we know that 

a single play session can easily expand into 

an abyss capable of consuming days on end 

















Fallout 3 looks to be 3 more concentrated experience than Oblivion, giving Bethesda 
the ability to more closely craft its world and give character to its varied population 






to the player.” That human element is also key 

in establishing player freedom in a manner that 
the singleplayer RPG cannot replicate: there's a 
flexibility with а gamesmaster that simply can't 
be pre-programmed. 

^Without a major technology breakthrough, 
making a videogame as freeform as a PnP game 
is impossible," says Chapman, "Take Oblivion, 
for instance. After questing for the Mages" 
Guild, I'll eventually want to become the leader 
Fine, that can be programmed into the quests. 
But then, what if | want to cast an illusion and 
become the king? Or research new spells that 
allow me to fly? In tabletop RPGs, if a character 
wantts to steal a horse, then kill it and use the 
meat as a distraction so wolves won't chase 
him, the gamesmaster can resolve the plan 
simply and easily. In videogames, anticipating 
that kind of out-of-the-box thinking would 
require hundreds of man-hours, and wouldn't 
be cost-effective." 

It's not simply a case of videogames 
inadequately approximating the freedom 
inherent in PnP gaming and aimed for in 
MMO6s - it's more that they have the exact 
opposite relationship with freedom. The 
PnP game adopts rules to chaperone the 
imagination of its players, whereas the 
videogame has inherent restrictions that it is 
trying to exceed. The fact that the latter is a 
more rigidly structured experience is a double- 
edged sword, however — while it cannot account 
for the range of player action possible in a PnP 





The main quest in Oblivion was far less 
interesting than many of the side-quests, 
a particular highlight being The Dark 
Brotherhood assassination section 
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Crowd Control Productions’ 


game, it is possible to create a more tailored 
and immersive experience. It is towards this end 
that we see recent videogames eroding the 
visibility of their mechanics, hiding hit points 
and other statistics behind more streamlined 
graphical representations in an effort to achieve 
greater player immersion. 

Player freedom and the idea of immersion 
are issues of which Bethesda Software, the 
developer of Oblivion and Fallout 3, is acutely 
aware. "It's obviously something that's had a big 
impact on us and the way we've approached our ly 
games," says Bethesda's vice president of d 
marketing, Pete Hines. "Let the player create 
the character they want and go out and make 
théir own choices. Go where you want, do 
what you want. You decide how to deal with 
problems and what to do next. But in a 
videogame it is at least somewhat important 
that you do not allow the player to break the 
game, either intentionally or unintentionally. 

So | don't know how much we can do away 
with the rules, but we do the best to bend and 
stretch them as far as possible to allow people 
the most freedom possible. | don't know how 
far we can stretch that freedom, but | assure 
you we plan to find out." 

Hines suggests that much of what can make 
videogaming a transparent, believable 
experience is predicated on enabling a purer 
and more direct kind of roleplay, eschewing 
immersion-breaking mechanics like turn-based 
combat, and dependence on stat screens. But 
removing the abstraction of PnP introduces 
new challenges: since they rely on visual 
representation rather than imagination, 
videogames have to reconcile the disparity 
between a player's desired action and his 
avatar's capabilities in a way that is clear 
and avoids frustration. 

"PnP games are about being limited by 
what your character can do," explains Hines. 
"You make choices, but what usually ends.up 
determining your success or failure is your 
character and a roll of the dice. That’s a tougher 
thing to balance in a videogame as we try to 








ilmar Pétursson (right) was one of the most entertaining 


speakers at last year's Edinburgh Interactive Festival, where he claimed that by the 
end of 2008, Eve-related products would make up half of all Iceland's annual exports 
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walk the line between having the player 
meaningfully interact with the world around 
you, and having the skills and abilities of your 
character determine your success or failure 
We've already talked about this a bit with 
Fallout 3, where we want the condition of the 
weapon you are using, and your character's skill 
with using that weapon, to.determine whether 
or not you can kill that creature over there – not 





Eve's player base is already two-thirds the size 
of Iceland's population, and growing in sporadic 
exponential bursts - quite a departure from 

form: most MMOGs plateas after an initial boom 


happened, unlike in a game where you may say: 
"Wait, my sword passed right through him’, or: 
"Не was right in my crosshairs, why did | miss?’ 
| think we did a pretty good job of it in Oblivion 
where the player has control over what's 
happening, but ultimately your character, and 
his or her equipment, abilities, etc, determines 
whether you succeed or fail.” 

Ultimately, it raises the question of how the 


*I THINK TECHNOLOGY HAS EXPANDED WHAT 
WE CAN DO IN TERMS OF ROLEPLAY, NOT 
LIMITED IT. IT BRINGS THINGS TO LIFE” 


your ability to put crosshairs on a target and 
pull the trigger. 

“Because you're manipulating this avatar 
within a videogame, there's a layer of feedback 
that has to be provided to the player, visually, 
that you don't have to deal with in a PnP. You 
attack, roll dice; if you get a good roll you hit. If 
not, you miss. It's pretty cut and dry. You may 
curse the roll but there's no questioning what 





medium best serves the purpose of roleplay. 
"| think technology has expanded what we can 
do in terms of roleplay, not limited it," counters 
Hines. "It takes things that were done in 
abstraction and brings them to life vividly. 
We've gone from NPCs in roleplaying that stand 
around and provide info like talking kiosks to 
characters that move around the world, interact 
with each other, and so on, The more 
horsepower you have to spend on things like Al, 
or physics, or animations, the more believable 
the whole experience will be. | think most of us 
were looking for something in PnP that really 
grabbed us and pulled us in to a world we 
wanted to be a part of - an experience we 
could get lost in. I think videogames continue 
to make strides toward that goal.” 

Bethesda's own Elder Scrolls IV: Oblivion 
arguably stands as the high-water mark for 
this blend of roleplaying and responsive 
visualisation. Its minimisation of interface and 
choice of firstperson view is entirely geared 
toward delivering information to the player 
intuitively, rather than by reams of statistics. 
Even the way you advance your character is a 
natural extension of playing a role. "It rewards 
you for using your skills, rather than giving out 
experience points," says Hines. “So we like for 
















Rise Of The Argonauts well demonstrates the 
genre's divergence from the world of PnP. As 
Liquid Entertainment's Ed Del Costello says: 
"It's interesting to see how the theatre of the 
mind differs from the theatre of the screen” 


the player to simply get better at doing 
whatever it is they do. We don't need to beat 
them over the head with stats.” 

It's a design philosophy that Del Castillo 
agrees with: "By burying the spreadsheets, 
inventory screens and paper dolls a little we can 
bring the story, the world and the characters 
into the foreground. If we hide the dice rolling 
and replace the micro-bonuses with things 
players can see and feel the experience will only 
get better. | admit that's it's a different game 
than some RPGers are used to, but ask yourself, 
would you rather spend the next 15 minutes 
moving through a sunken forést, killing foul 
creatures and discovering ancient ruins, or 
moving around equipment so that you can fit 
the bow you just picked up into your backpack? 
Either way, there's a game for you." 


The RPG is increasingly becoming a paradox 
- more progressive in its mechanics, and ever 
more pure in its attempts to make the role you 
play a persuasive, transparent experience. 
Although there is justifiable nostalgia for games 
like Fallout, Planescape: Torment and their 
predecessors, persisting in the use of tabletop 
gaming mechanics is in some ways a backwards 
perspective. Alongside gaming's infatuation 
with cinema, the reliance on tabletop mechanics 
is the result of a fledgling medium attempting 
to ground itself within the familiar. Such 
structures are used in the PnP world to lend 
solidity to what can otherwise be difficult to 
grasp, difficult to control. The digital medium 
has other problems, but a lack of restriction is 
rarely one of them 

“When | played PnP games, the best 
experiences were unforgettable stories and 
character interactions and really epic and cool 









experiences,” Del Castillo says. “In contrast, the 
worst PnP games | was a part of felt like... open 
the door, kill what's inside, gather loot, move on 
to the next door. These were awful, but what's 
even more awful is that many computer RPGs 
have nothing more to offer than just that. That's 
just a lack of ingenuity. They're relying too 
heavily on the work that's already been done 
for them and not thinking enough about what 
more a computer can do. We in the videogame 
industry are tasked with making the experience 
more immediate and more visual, which 
hopefully makes things more exciting. Argo 
hopefully represents the next generation of 
the RPG, the 'adventure experience'." 
Increasingly, the dependence upon statistics 
and other abstracted means of representation is 
becoming an albatross, insofar as singleplayer 
videogames are concerned ~ strangely so, for 
а medium whose strengths are in direct 
interactivity and immediate visual feedback. In 
fact, games that make the best of these qualities 
have a better chance of truly fulfilling the only 
important goal of those tabletop games: the 
ability to imagine yourself in anothe 
shoes - the freedom to choose a role. ~ 











L ink's Awakening, Super Mario 64, 
Ocarina Of Time, Majora's Mask, 

Super Mario Sunshine and Super 
Mario Galaxy: what's the first name to pop 
into your head? It's almost impossible not to 
think of Shigeru Miyamoto, but it's hard to 
conceive any other name to attach to such а 
remarkable series of titles. Yet a man called 
Yoshiaki Koizumi has quietly toiled on each 
one of them, most recently as game director 
for Super Mario Galaxy. 

In fact, it's amazing to consider the 
influence he's had on some of the best games 
ever made, even from his very beginnings at 
Nintendo, 16 years ago, “Before | worked as a 
game director | worked as a script writer on 
Link's Awakening," says Koizumi. "In that 
game | was responsible for the entire story. 
So the entire idea of the island in a dream, 
the interactions with the villagers and the 
boss behaviours were all my concepts. I’ve 
continued to do that kind of work on 
following games even though my title 


pint. 


is director. On Majora's Mask, for ` 
example, | wrote a lot of the events 
that you have with the villagers, and 
with Super Mario Galaxy | was heavily 
involved in the creation of the story.” 
But it’s not that Koizumi has 
demanded that he have his input at * 


* 


Nintendo recognised as comparable to t 
Miyamoto's. He's nervously twitchy in an + 
ns 


interview situation, and it’s not until he begi 
to talk about his experience of working with 
Miyamoto that he begins to relax, and indeed 
it's to Miyamoto that he attributes the quality 
of the titles. “Mr Miyamoto is known for 
taking lots of time to create the best player 
experience. His demands are numerous and 
exacting, but | actually really like that. He's 
effortless in explaining what he wants,” 
Koizumi explains, recounting a moment during 
the development of Super Mario 64 where 
Miyamoto excitedly tried to describe how he 
felt Mario should swim - by swimming around 
his office. "I began swimming around with 


Ў designer, + 
game. do's brightest lights 
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Since beginning at Nintendo in the early '90s, Koizumi 
has helped to shape some of its biggest games. 


The Legend Of Zelda: A 
Link To The Past (1991) 
Koizumi first project 
Nintendo, his role in ga 
development was to write 
the manual - in the process 
contributing to the backstory 
of one of Nintendo's most 
cherished series. 


The Legend of Zelda: 

Link's Awakening (1993) 

The game Koizumi considers his 

first ‘real’ project. Не was (as with 

A Link To The Past) originally intended 
to write the manual, but ended up 
taking a much more active role in 

its development. 


Super Mario 64 (1996) 

Taking the role of assistant game 

director, Koizumi was heavily involved Ü 

in developing Super Mario 645 

groundbreaking camera. “Thinking 

about the camera is game design too,” > 

he notes. He worked to avoid the The Legend of Zelda: 
problems which had plagued 3D Ocarina of als (1998) 
worlds: depth misperception : Again assistant game director, 
motion sickness and disorientation, Koruna s work on tha camera 


continued, helping develop 
the famous 'Z-lock' copied by 
countless imitators since. “It’s 
hard to use a sword unless 
you can judge distance and 
direction,” he explains. 


Super Mario Sunshine (2002) 
Now game director, Koizumi 

lains Super Mario Sunshine 

‘a town bathed in sunshine 
surrounded by clear water. We 
tried to create a big water park 
island that made you feel like 
you were on vacation.” But 
frustrations with the camera 
led to the development of. 


Majora's Mask (2000) 

Koizumi says, “We tried to make 
Zelda 64 a movie you could touch, 
with rhythms such as animals which 
only came out at night, and so on,” 

and this concept was fleshed out in "d 7 
the dark cyclic tale of Majora's Mask 

"The wedding at the end was š 3 

touching, though, huh?” he jokes. 


Super Mario Galaxy (2007) 
"The period between Super 
Mario 64 and Super Mario Galaxy 
was like the journey in a long 
road movie: sometimes fun, 
sometimes hard,” says Koizumi 
"But don't get the impression 
that the journey is over. There's 
a long way to go yet!” 
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Mario should suim — bu suimming around his office. 
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ideas were expressed in Super Mario Galaxy: "For 
example, when you're moving quickly through a 
stage, the tempo of the music will change to match 
your pace. This is a musical effect matched to the user 
experience. Every single time you play it might feel 
slightly different." But more than just the music of 
Super Mario Galaxy benefited from his work on 
Donkey Kong: Jungle Beat. "Jungle Beat was a 
remarkable game - even just watching someone play 
it was fun," Koizumi beams. "And | learned that the 
whole family had to be able to enjoy Super Mario 
Galaxy. | see our games being played in the living 
room on the big TV, not alone in the bedroom." 
Co-Star mode, in which one player controls Mario 
and another a pointer that can interact with Mario's 
surroundings, was the result — one part of Super 
Mario Galaxy that Koizumi is especially proud of. 


Perhaps the most remarkable aspect of 

Super Mario Galaxy — running around its spherical 
planetoids - didn't come from Donkey Kong: Jungle 
Beat, but is an offshoot of the same discomfort with 
the 3D camera that inspired it. "We didn't do it just 
because they were visually novel," Kozumi notes. "No 
matter how large you make a playing field, players 
will reach the end and have to turn around. And the 
camera will have to turn around, too, increasing the 
chance the player will get disorientated. The best 
thing about spherical worlds is the unity of connected 
surface, which lets you run around forever. It's hard 
to get lost and players don't have to control the 
camera! We gained more than just a spherical 
playfield - we removed the need to move the camera 
and solved our problem of too-difficult controls,” 

Did they know while they were creating Super 
Mario Galaxy that they were creating something so 
groundbreaking? “Whenever we make a game and 
approach a new element and begin to flesh it out, 
we always think: ‘Oh, this is totally new!’ and that 
excitement builds as we layer all of our new elements 
together,” Koizumi begins. “The real difficult part 
comes when you've pulled a lot of new elements 
together and you actually have to see how the game 
plays. But | try to stay on that track where | always 
feel like I'm doing something new." 

Koizumi remains coy about what he will work 

on next. He evidently enjoyed working on Donkey 
Kong: Jungle Beat: "A sequel, you mean?" he asks. 
"Oh, | can't really talk about that..." But it seems 
unlikely that he will do anything other than 
continue to work on games that boldly shape new 
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Review 


Edge’s most played 


Halo 3 





There's nothing like new maps 

to get the trigger finger itching 
for n00bs. And, despite what 
appearances might suggest, it's a 
good place to build up team skills. 
360, MICROSOFT 


Ultimate Ghosts ‘N Goblins 





We're falling in love with the 

PSP's screen all over again with 
levels designed around 16:9 and a 
graphical style which seems to take 
into account all that smearing. 

PSP, CAPCOM 


Mass Effect 





As one Edge friend has said: 
"Mass Effect is the absolute best 
supremely flawed game of the 
year.” You play it and play it even 
after it breaks its own promises. 
360, MICROSOFT 





Expect the unexpected 
Can juggling genres meet gamers’ expectations? 


ust as Burnout Paradise's 
E world distances itself 

from the rigid structure of a 
regular racing game, so The Club 
moves in the opposite direction – 
taking the shooter and hammering 
it into a shape with as much in 
common with Space Giraffe and 
PGR as it has with Gears Of War. 
This kind of genre playfulness is no 
doubt a good thing - Paradise's 
radical move enlivens a franchise 
that would struggle to better itself 
by serving up more of the same. 
But both titles face a struggle 
when trying to clearly convey their 
offering to consumers. Exactly how 
do you succinctly pitch a game as 
hybrid as The Club? Apparently by 
making it look like something it's 
not, a regular thirdperson shooter, 
fitted with steroidal stereotypes 
and dour environments. 

In the case of Paradise, fans of 
the series accustomed to instant 
restarts have already voiced their 
irritation that the game no longer 
allows this - this latest instalment 
strips out the abstracted event 
selection in favour of an open 
world, meaning that a race ends 
wherever the finish line is, and the 
only way of getting back to the 
start is to drive there. It's a change 
that fundamentally alters the 


Developers that mix their genres face a tricky 
question: do you clearly describe your game 
and limit it to a niche, or do you package it 
as something more popular, as The Club (left) 
has done, and risk disappointing buyers? 





experience of the game - no longer 
is it the kind of thing you can 
throw into the console simply to 
play one of its momentary, self- 
enclosed challenges. It now offers 
a deeper world of prolonged 
distraction as you end up taking 
detours - and then detours from 
your detours. In evolving, however, 
the series risks distancing itself 
from its fans, and its branding 
works against its innovations to 
some extent - nostalgia will 
prevent many from evaluating the 
game on its own merits, preferring 
the safety of narrow expectations. 
Of course, if any title is destined 
to be misunderstood this month, 
then it’s No More Heroes. Its 
dalliance with a GTA-style urban 
space is designed to underscore the 
banality of your interaction with 
that world - a satire that will fall 
flat with anyone who comes to the 
game anticipating a city as vibrant 
as those in the games it sends up or 
superficially resembles. But for all 
that these titles risk being left on 
the shop shelves, you only have to 
look at the likes of Soldier Of 
Fortune, a game that wearily fulfils 
its genre remit in the most insipid 
of ways, to see how valuable it is 
that games can occasionally 
upset expectations entirely. ~ 
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Burnout Paradise 
360, PS3 





The Club 
360, PC, PS3 


No More Heroes 


Geometry Wars Galaxies 
Ds, Wi 


Nights: Journey Of Dreams 
wi 


R-Type Tactics 
Psp 


Universe At War 
Pc 


Pain 
Ps3 





Speedball 2 Tournament 
РС 


Syphon Filter: 
Logan's Shadow 
PsP 


Soldier Of Fortune: 
Payback 
360, PC. PS3 


Soul Calibur Legends 
wii 





Dragoneer's Aria 
PsP 
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> BURNOUT PARADISE 


FORMAT: 360, PS3 (BOTH VERSIONS TESTED) 
RELEASE: JANUARY 25 PUBLISHER: EA 
DEVELOPER: CRITERION GAMES PREVIOUSLY IN: E179 
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Paradise finally claims the soundtrack N 
no-brainer award for being the first 
дате since Road Rash to include 
Soundgarden's Rusty Cage. In addition to 
39 other licensed tracks, it also boasts 
every in-house track from the first three 
Burnout games, for those who like their 
Dad-rock to be especially wrinkly 
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Console fanboys will have plenty to argue over, each version having its own advantages. The PS3 version 
looks better, while the 360 has custom soundtrack support. Online support is universally terrific, though 
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Mugshots and 'smugshots' are a great idea, snapping the 
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These then accompany rivalry records in your profile 
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= Each new car appears initially as an Al-controlled 
~ hothead, charging around Paradise City, One Takedown 
later and it's in your junkyard, ready to be picked up 
and battered into shape by a repair shop. As usual, the 
vehicles cover a wide range from trucks to supercars 
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whipped you through Takedown and 
Revenge, as if suffering a brain ћаетогћа 
on the finish line was the sole aspiration of 
the Burnout elite. Paradise 
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mild-mannered, almost- 

Paradise is full of what you might call discoverables rather than collectibles - points of interest that are recorded on 
your profile. It's a needless endeavour, as the myriad short-cuts, drive-throughs and destructible billboards are all key 
which really pay: parts of the game itself, and you'd use them anyway. Still, it's something for the Achievement junkie in all 360 owners 
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Vehicles are now classified by discipline as 
well as their type, stunt cars able to use boost 
whenever it's acquired, speed cars inheriting 
the all-or-nothing gauge from earlier games 


Crashes in Burnout Paradise are 
the best they've ever been, so 
sophisticated now as to dwell 
solely on the point of impact. 
Momentum tangibly backfires 
through wheels, chassis and glass, 
crumpling doorframes, squashing 
bonnets and sending windscreens 
across the street. And there is, 
finally, a very real weight to the 
75 vehicles, causing most to rock 
on to broken springs when the 
damage is done. Completing the 
effect is a new range of camera 
techniques, most inherited from 
Michael Bay, including specific 
kinds of shake and blur. The 
ambitious replay-sharing of 
Burnout Revenge 360 is absent, 
no doubt for good technical 
reasons. That said, it’s not like 
anyone really used it anyway. 


REATIONS 





Target Scars 505 60% 


41,24 


— ss 


~ 


These 'skullshots', dotted around levels, are the key to 
getting the highest scores. When blown apart they 
instantly refill your multiplier bar, giving you more time 
to find your next kill before you lose the bonus points 











Context-sensitive actions are infuriatingly 
sluggish. At the end of each level you must 
smash through the exit ~ which takes just 
enough time to reduce your multipliers 
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the most part this comparison holds up. The 
series of tournaments, grouped by location, 
are divided up into a number of single 








events, each of which plots a different route 
through the same environment. Just as with 
PGRS idea of bestowing ‘kudos’ for adroit 

driving, The Club gives you points for killing 


the enemies that populate each course in 











more skilful ways. Each kill fills up a multiplie 
bar which rapidly ticks down, meaning you 


for adroit driving, The Club gives you points 
for killing enemies in more skilful ways 
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build the multipliers and achieve the biggest 





scores. While the combat itself 
particularly thrilling in itself, Bizarre Creations 
1as tapped into an exciting tension here, and 
the game modes which introduce a time 
element manipulate this expertly — forcing 
the player to balance finishing the course 
quickly and squeezing as many points out of 


your enemies’ broken bodies as possible 





Learning the winding courses of The Club 
presents a greater initial challenge than in 


the average racer, however, where the 





correct direction tends to be ‘forward’. Aside 





from being aesthetically disappointing, the 
art style's preoccupation with crumbling 

dereliction is also at odds with the need for 
lear pathing. While the events require you 
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ear route, popping 
enemies in the head along the way, the 
environments are designed to appear entirely 
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The character designs in the game are at best tediously 
predictable and at worst dubious stereotypes. The only 
‘exception to this is a madman named Nemo (above), 
who is apparently some kind of evil fisherman 


The enemies with riot shields are among the trickiest to 
dispatch in the game, protected as they are from the front. 
Occasionally you can coax them into crossfire, but the most 
surefire way of killing them is to shoot them in their feet 
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The different characters demand fairly 
different play-styles. Kuro is fast but can't. 
take a lot of damage; his speed makes him 
difficult to hit, but is irrelevant in tight spaces 


Tick, tick, tick... BOOM 


The most complex of the 
singleplayer game-types is 

the Time Attack mode, which 
requires you to run laps around 
a circuit under the clock. Should 
the timer expire, you die 
instantly, but every kill you make 
adds vital seconds. Not only is 
there a tense interplay between 
careful skill-kills and the ticking 
clock, but on the harder 
difficulties health doesn't 
respawn between laps, so you 
also need to consider when 

you use it with some care. 





NO MORE HEROES 





Boss encounters rarely disappoint, each 
having excellent dialogue before the 
battle that shows the kind of offbeat 
and innovative touches that GHM has 
learned from Metal Gear Solids example 





hen you load up No More Heroes, 
Му Grasshopper logo appears on the 
screen bearing the legend ‘Punk's 
Not Dead!’ It’s a comic moment - slightly 
desperate in its insistence, slightly banal in its 
sentiment - and wholly suited to No More 
Heroes, a game that reconciles rebellion and 
beam swords with a matter-of-fact take on 
the realities of life. It’s a singular vision, the 
script joking about emotions and toilets in 
the same breath, its tasks veering between 
insanity and mundanity: its greatest 
achievement is the melding of these diverse 


The bosses are a wonderful collection 
of freaks, with a level of invention that 
has more than a hint of Metal Gear Solid 





The bike initially seems restricted in 
its movements, and a little bit of a pain. 
But once its quirks have been worked 
out, it’s an invaluable transport around 
NMH's world, and its little hidden 
moves and tricks prove good fun. As 
the story progresses, it becomes useful 
in ways beyond mere transportation 
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qualities into something coherent. This is the 
game that Suda 51 and GHM have always 
threatened, but never quite delivered 

It begins with Travis Touchdown coming 
across a beam sword and killing a local 
assassin at the request of a pretty girl he 
desperately wants to impress, which sets him 
on the road to encounters with another 11 
Killers. The game is built around these 11 
assignments, between each of which Travis 
can traverse a hub town on his motorbike, 
seek gainful employment or take on 
freelance assassination missions. The world, 
and its characters, are skewed parodies that 





Although the environments are 
probably the least inspired part 
of ММН aesthetic, they do 
offer their own flourishes — 

and the rest of the time, the 
abundance of other details 
keeps your interest alive 


There are a good number of freelance assassination missions 
that can be undertaken to earn extra cash, and at the later 
stages it's a breeze to decimate ranks of weak foes with your 
powered-up beam katana – the real trick is to tempt them 
into bunching together, so your mightiest strikes kill several 


balance gaming functions with homely 
advice and bizarre voice-acting. The 
cardboard town is basic 10 say the least, 
and will be misconstrued as an attempt at 
GTA, but its a much less ambitious and 
compact space that concentrates on the 
minutiae of Travis life: thus, the only things 
of interest to him and the player are the bars, 
clothes shops, the odd friend, perhaps the 
gym, and the Job Centre 

There is one key surprise within this part 
of No More Heroes: though it's full of events 








and distractions, it also dares to try to bore 
you, The jobs depend on your learning the 
technique for each before doing as much as 


you can, and make a virtue of their real 





world mur 
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stands around with his arms folded and 
watches "the third-class man” sweat. At 
three minutes long, there's the suspicion 


that Grasshopper has timed exactly how 
long is too long for repetitive tasks, and 








made them stop right on the borderline. 

But it doesn't become boring because 
the game as a whole constantly alters the 
rhythms of the challenges you face The 
fighting missions initially seem repetitious, 
but manage to introduce the basics and then 
push the possibilities. The structure is simple: 
Travis moves through a location and defeats 
scores of enemies before coming up against 
his target, the beam sword used by pressing 
the A button, and punches and kicks 
triggered with the B button. Attacks also 
depend on dodging, your position relative to 
the enemy and the angle at which you're 
holding the Wii Remote - as well as, for 
finishing opponents, Remote gestures. 
Acquiring a new beam sword will change 
all of Travis’s moves in both style and 
effectiveness, and each assassination mission 
brings with it a new wrestling throw to use 
on your many foes. It balances flowing attack 
and subtlety with a real challenge as the 
game progresses, and what initially appears 
to be a limited system reveals such variation 
beneath the surface that it can be mastered 
to а degree that once-unbeatable enemies 
won't be able to touch you 

Beyond this, the later levels mix up the 
nature of the fighting to an almost 
schizophrenic degree: quite outside of the 
variations in locations and bosses, you'll have 
to fight side-on, top-down and upside-down, 
as well as conquer Great White Giant 
Glastonbury – a discovery best left to the 
player. And the bosses are a wonderful 
collection of freaks and eccentrics, with a 
evel of invention in the battles that has more 
than a hint of Metal Gear Solid about it. That 
game's tendency to tease the fourth wall is 
here nothing less than an explicit gouging: 
characters freely slip in and out of their roles 
to comment on the action, and as No More 
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Each time you kill an enemy, a slot machine. 
appears briefly and stops, and every so often 
— jackpot! — a new attack mode is triggered 
in these, the attractive tiger in the top right 
begins moving towards a goal, while Travis 
essentially becomes a stylish killing machine. 


on 
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a delicate stories 


The first job you'll have is collecting coconuts, for a man 
who makes sure you understand that the coconut is god. 
Whatever the man says, so long as he's paying your wage 


Number of Kills € 


Ноте sweet home 


The level of detail in NMH is 
best seen in Travis's motel room, 
to which you'll return between 
missions. Several different 
aspects of each room can be 
played with, some functional 
(such as the wardrobe, allowing 
you to change outfits) and some 
simply diverting – such as the 
ability to play with a cat. There 
are J-pop videos to watch, a 
trading card wall (Travis is an 
otaku, after all) and a drawer for 
your beam swords (also home to 
a selection of non-browsable 
porn mags). It's all part of the 
compelling portrait of Travis’s 
character the game paints, and a 
charm that, though incidental, is 
a huge part of NMH's appeal. 





Initially, the new controls feel alittle inaccurate, but once you've 


learned to keep the star (which follows the Remote) near the body of 
the ship, it quickly proves itself as accurate and responsive as needed 
for dodging the crowd and keeping that all-important multiplier intact 


GEOMETRY WARS 


GALAXIES 


FORMAT: DS, Wil (VERSION TESTED) 








RELEASE: OUT NOW PUBLISHER: VIVENDI GAMES 
DEVELOPER: KUJU ENTERTAINMENT PREVIOUSLY IN: E178, E184. 





Galaxies has some new friends 
for you to play with: drones. 
Initially, they're not of much use 
and seem to aimlessly float 
around the screen as you play, but 
after levelling up a few times 
they turn into highly efficient 
tools - perhaps too efficient. It's 
all too simple, in the pursuit of 
high scores, to fly about and 
decimate your enemies while a 
high-level (invulnerable) drone 
puts your multiplier up to 150 

in a flash. There are tactical 
possibilities with their individual 
talents over such varied stages, 
but their bludgeon-like nature at 
the higher levels doesn't justify 
their inclusion as such a central 
element of the game. 
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Most of the levels are relatively basic shapes, but the 
variation any small changes can force in your approach 


is surprising - and when enemies can float outside of the. 
confines before entering, it's hard to hide in the corners 
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ts an interesting coincidence that the 
|| sequel to Nights Into Dreams should 
be released so soon after Super 
Mario Galaxy. Though still dearly beloved, 
Sega's early foray into 3D game space on the 
Saturn rather fell into Super Mario 645 
shadow. And now, just as Mario has taken 
a brave leap into new forms of three- 
dimensional play, Nights returns 

That said, to understand Nights’ appeal 
is to forget any comparison with Mario's 
engagement with space. Its unique charm 
was the result of a melding of 2D movement 
along gracefully snaking paths through 3D 
space, creating a beautiful tension between 
conscious decision-making and involuntary 
momentum that emulated the sensation of 
flying. This was combined with a scoring 
system that extended that initial thrill into an 
exacting test of puzzle solving and dexterity 
in maintaining chains of loops, pickups and 
defeating enemies. 

Sadly, this pure form of Nights’ gameplay 
isn’t as substantial a part of Journey Of 
Dreams as fans might hope. In its place is a 
ragtag selection of different missions — five 
for each of its six worlds. One minute you'll 
be pushing bubbles into the centre of an 
arena-style level, with Nights flying around, 
into and out of the screen, the next fighting 
with anti-hero Reala by throwing balls at 
him. There are devoted platform levels with 
the two children - again a boy, Will, and a 
girl, Helen. There are top-down - superficially 
early GTA-esque – hunts for enemies through 
city streets. And that’s not to mention the 





NIGHTS: JOURNEY OF DREAMS 









The three control schemes are Remote and Nunchuk, 
Classic Controller and Remote pointer. Though difficult to 
learn, the Remote pointer method avoids the octoguide's 
tendency to make certain gradients hard to follow 


анх, 


When going full tilt in a Nights level, the visuals come into their own with dramatic passes under tree roots, through coral 
reefs and over rollercoasters. On closer inspection, however, the textures are drab and models are rough and simplistic 


return of the A-Life artificial life toy, called 
My Dream, and two multiplayer modes 

The result feels schizophrenic. In fact, 
there are so many different forms of play 
that few feel fully polished and match the 
appeal of the ‘true’ Nights levels. It's as if 
Sega is insecure about Nights’ fundamental 
design, instead twisting it into other forms in 
a bid to make Journey Of Dreams attractive 
to new audiences. 

It's made all the worse because the Nights 
levels are easily the best part of the дате. 
They aren't totally true to the original game, 
and take two different forms: chase missions 
where Nights must pursue a bird on each of 
three looped ‘tracks’, and challenges to chain 








Journey Of Dreams features much of the baroque whimsy 
of the original, but the hub world, set at a fountain in a 
forest, is rather uninspiring: to access levels you have to 
make an identical, boring run up to their door every time 





a set number of links created by a jaunty 
blue flying octopus. Highlights include a 
mission that tracks through a Chicago-like 
casino city, spinning up through impossible 
towers of one-armed bandits and neon 
against a big-band swing soundtrack, and 
the closing level, which captures much of the 
euphoria of the original's conclusion. 

Also new to the mix are transformations 
Apart from gimmicky missions in which 
Nights turns into a rollercoaster or a boat, it 
also has access to Persona masks, unlocked 
by completing worlds, that allow it to turn 
nto a dolphin (for manoeuvring underwater), 
dragon (allows hovering and able to fly 
through wind) and rocket (Nights can fly 
faster) to give access to secret new areas, but 
none of these adds anything significant to 
Nights’ essential capabilities 

That's the problem with Journey Of 
Dreams. It's too easy to say that this was a 
wasted opportunity, but Nights’ peculiar 
charms were always going to be a hard act 
follow. What it adds to the original 
formula is essentially redundant, and 
everything it does that is successful was 
already in place in the original, And, while 
Mario has continued to push at what forms 
of play 3D worlds can generate, Nights has 
spread itself thin while staying in the same 
place as the 11-year-old original [6] 









The curiously bland children, Will and Helen, 
have three worlds each and share the final 
one, but sometimes feature in each other's 
levels. The long cutscenes are fully voiced, 
losing much of the original's dreamy mood 


Boss slog 





Journey Of Dreams’ boss fights 
are imaginative but share a lack 
of polish and consistency with 
the rest of the game. Will's first 
boss, a diabolical bouncy clown 
called Donbalon, involves Nights 
having to knock it up to the top 
of a long channel, but the camera 
frustratingly fails to show the 
obstacles ahead. Others feel 
arbitrary, such as Chamelon, 

who must be exposed from 
behind a backdrop by performing 
paraloops – loop-the-loop moves 
— which is all too easy to defeat 
accidentally or struggle fruitlessly 
against for ages, due to the 
mechanics being so opaquely 
conveyed. Others, such as a fish 
called бата, are imprecise - it 
dissolves it into bubbles that 
have to be hoovered up with 
paraloops, but quite how many 
bubbles need to be destroyed to 
take it to its final form isn't clear. 
— M_RƏh Ü. 
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R-TYPE TACTICS 


FORMAT: PSP RELEASE: OUT NOW (JAPAN), MARCH (UK/US) 
PUBLISHER: IREM DEVELOPER: IN-HOUSE 


~ UNIVERSE AT WAR: 
^ EARTH ASSAULT 


FORMAT: 360, PC RELEASE: JANUARY 25 (PC), TBC (360) 
PUBLISHER: SEGA DEVELOPER: PETROGLYPH 





espite blossoming from 
anonymous space adventure 
into ethically ambiguous war 
story, R-Type has always stayed true to 
itself, even its most unusual forms. For 
a turn-based strategy game locked to 
hexagonal tiles and numeric stats, 





R-Type Tactics is a surprisingly faithful 
coda to the adventurous R-Type Final. 

You start at one end of a sideways 
scrolling map, tasked with reaching 
the other with a small fleet of ships. 
Unit configuration is largely down to 
you, the only requirement being an 
all-important flagship - the king piece 
on this unusual chessboard. Options 
then include the various R9 fighters, 
several of their Final colleagues, 
multiple Forces, a classic supply drone 
for topping up ammo, and a Bydo 
engineer for replenishing health. Each 
has its own unique abilities rooted 
firmly in series lore 

After a lumbering start, which 
for importers involves a hyperspace 
jump on to the internet in order to 
decode reams of Japanese text, Tactics 
is a quite fascinating endeavour. Its 
reassembly of R-Type is thorough, 
turning everything from power-up 
grabs to Force-coupling into a strategic 
quandary, Just like a shooter, most 
of these concerns are spatial, the 
relative positions of friend, foe and 
astral scenery dictating both attack 
options and associated risk 

And just like R-Type, everything 
hinges on the charge and blast of 
the beam, a fragile weapon which 
discharges completely if you're hit, 











Staggered fleet formations are essential, as beam 
‘weapons can obliterate multiple squadrons in a 
straight line. Force devices absorb damage, but 
never to the point of letting you charge head-on, 
flank attacks being a more reliable Tactics tactic 





but deals colossal damage along its 
horizontal trajectory. 

Momentum soon builds 
throughout consecutive Human and 
Bydo campaigns, missions (and bosses) 
harking back to R-Types of the past 
and encouraging the R&D of new 
ships in between. 

But Tactics lacks what it needs the 





most, which is the seemingly li 





potential achieved by its predecesso 
Final was a shooter but also a science 
— a chemistry set of movement and 
light. This, like the stats governing its 
every move, is altogether more finite 
and predictable. Fans will love it as a 
document as much as a game, though 
they'd be advised to wait until March 
for the translated R-Type Command, 
to leaf through all it has to offer. [6] 














Most ships serve to soften up enemies and lure them towards your big guns. Scouts, which achieve about 
three times the tiles-per-gallon of regular fighters, are great for getting the bad guys into fighting mood 
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estwood's realtime strategy 
WJ legacy lives on in a number 
of places, but nowhere is 
that history quite so keenly felt as at 
Las Vegas-based Petroglyph Studios, 
the team behind Universe At War. 
This, its first independent game, 
relies on exactly the same mixture of 








RTS base-building and mad pomp 
that made Westwood's games so 
uccessful. Unfortunately for us, 
however, there is much that’s stuck in 
the past about this game - including 
relatively crude visuals and a lacklustre 





singleplayer campaign 

Where Universe At War excels is in 
multiplayer games, which see the huge 
tech trees, filled with bizarre units, 
become fully available. While only two 
of the three factions are particularly 
fun to play, one of them - the 
Hierarchy – is supremely satisfying. 





Each faction's tech tree is boosted over time 

by ‘research’ options. These come online as a 
skirmish progresses, giving players instant access 
to wider ranges of technology without having to 
worry about complex building options early on 








Humans play a brief role, but are in stark contrast 
to the alien armies. The real meat of UAW is in 
pitting the outlandish alien units against each 
other, from walking bases to blackhole bombs 





This is Universe At War's ace in the 
hole: a hyperbolic alien race that uses 
crop circles to call in units from orbit, 
relies on vast walking tripods for its 
base units, and keeps stereotypical 
alien 'greys' and giant shark-men as its 
shock troops. It's gloriously bombastic 
in the best tradition of the old-school 
RTS games, and makes for compelling 
entertainment as you swarm your 
way across the game's otherwise 
bland landscar 
With the realtime strategy genre 
having recently conjured up delights 
such as Command & Conquer 3, 
Company Of Heroes and World In 
Conflict, it's tough to genuinely 
recommend Universe At War. Still, 
there's the cold fact that this is a game 
that takes great pride in its science- 
fiction absurdities and provides a 
genuinely entertaining skirmish game 
for those who still hanker for the 
base-building battles of old. [6] 
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in is one of the most earthy 
P | games released on a console 
in recent times. While the 
twin-stick shooters, swish board-game 
renditions and other small-time 
experiences of downloadable gaming 
may be the height of accessibility, Pain 


though your best scores often come 
when least expected. As a result, 
sitting down to pass five minutes car 
sometimes feel like a pointless waste, 
while unearthing a brand new prop- 
rich alcove can easily hijack your 
attention for half an hour. Examples? 
An innocuous set of stairs takes you 
down to a series of subway platforms, 


taps a different kind of broad-appeal 
root: slapstick GBH. Gamers have 
become familiar with physics-powered while an impromptu bit of train s 
comedy in recent years, from jackass can show you the wealth of mischief 
goofing in myriad shooters through to tucked 
quaint showcases like Sumitori Dreams To its credit, there's much more 
or Stair Dismount. Pain feels like a rare 
but exciting focus on this caricatured 
aspect of reality, an idea that could run 
and run, even if what's present in this 








ehind your launch point 








ontent than first appears. But, 





erhaps also to its ci 
for more can become too keen too 
quickly as the potential of it all, of 

voc through 





dit, your hunger 





PSN title is little more than a few reating off-the-cuf 
pace-building strides. Havok, is almost edible. Six modes 
Using a catapult, you fling your 
character into a small but reactive and 

populated district of a city, to cause 
him and the area as much ‘damage’ a 
possible. You've access to post-launch 
steering, the ‘Ooch’ aftertouch (and 
Super Ooch’, activated with a shake in the f 
of the pad), stunt poses, and object Fun with Explosives. Collectively, the 
grabbing. Alll these facets are 
appreciable and worth putting into 


feature: a relaxed score-attack 
Paindemonium mode, a decent Mime 
Toss skill game, and the laborious 
coconut shy that is Spank the Monkey. 
Multiplayer options are more 

satisfying: a score-based round-robir 
m of Horse, plus Bowling and 























feel like a moderate exploitation of 
Pain's underlying potential. But it’s 
also victim to that potential; with just 
s about with — and 





practice, even if they seem at first like 
an overload of the core idea. The result 
is a curate's egg, one that needs the 
wilful application of intention, even 





one area to m 
doubtless more to come - it currently 
feels more seed than flower. [6] 


Upon launch, your character has a cacophony 
of soundbites to yell. Any resulting annoyance, 
however, is a boon - the more maligned your 
human payload becomes, the more gleeful it 
is to see his face torpedo into a brick wall 









Pain's tutorial is overlong and compulsory. It feels like a back-to-front approach, given that we'd rather 
have dived straight in before having to take in every aspect of the control scheme in one dissuasive gulp 





Kabbali 


h, Speedball 2. Those were 

A the days, right? Cue a bit of 
nostalgia – when the wisteria 
grew about your house and the good 
old Amiga played host to any number 
of youthful match-ups – which might 





be a bit dangerous when approaching 
ame. It's hardly unfair to make 





the comparison, however: this is 
Speedball 2 Tournament, and not 
Speedball 3, because it needs that 
nostalgia factor to entice players. And 
t owes a lot more than its brand to 
the older game. 





Tournament is Speedball 2 with 
graphics and the potential for 





online play. That looks good on paper, 
but it's complicated when you have to 
ask: does Speedball 2 still stand up? 
Next to, say, Pro Evo, it almost doesn't, 
and Speedball 2 Tournament is built so 
heavily around its predecessor that it 
suffers significantly, and new moves 








The new dodge and sprint moves are difficult to 
pull off while using the WASD keys to run up, 
down and around, and a decent pad will surely 
be needed to take full advantage of online play 


Team custom on 





You can customise your team to an enormous 
degree, from their individual speed stats to the 


colours of the outfits - though everyone knows 
good old Brutal Deluxe will always be the best 





such as sprint, dodge and jump don't 
significantly alter the basic back-and 
forth. Even the arena is the same as 
ever, down to the placement of the 
stars and teleports: weirdly, there are 
four different arenas that have no 
distinctions other than their themes 
surely a missed opportunity. 

Visually, the game is perfectly 
functional within its limits. There is, 
however, something antiseptic about 
the design, and that of the teams in 
particular, now far removed from the 
pixellated metal-men of the original 
Where there was charm and artistry in 
the old designs, choosing to detail 
those basic representations rather than 





reimagining them makes the look of 
the new game too generic by far 


Speedball 2 Tournament must have 





been a difficult project to work on, 
because it seems to be held back by 
a fear of making significant changes 









and a fan backlash as a consequence. 
It's not a bad game by any stretch, but 
its far too much in awe of, and 





noticeably superior to, the 16-year-old 
predecessor whose name it bears. [5] 


95 


SYPHON FILTER - SOLDIER OF FORTUNE: 
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th a fe louble-crossing 
lots of tersely spat ‘damn it’s, 


it becomes clear from the outset that 


the Syphon Filter series has become 





firmly entranced by 24. Inde 








protagonist Gat 
Jack Baue 
with few of the charn 


Logan is a mix o! 


and Solid Snake, though 





s of either. It 








may only indirectly follow on from the 


events of the series’ previous PSP 





incarnation, Dark Mirror, with one 





two returning characters, but it's hard 
to care about the story, much as it’ 





carefully told through economical 
cutscenes that lead players through a 





es of sadly hackneyed locations: a 
ship, a r 

With few new features, the game 
tself is 





lane, a prison, Iraqi bunkers 





tle more than an extei 
of Dark Mirror — a well-paced linear 
ride through scripted attacks and 
environments littered with crucial 
cover. But th 














central battle is against 
the PSP's controls rather than enemies 
the standard scheme requires the 
digital fac y and 
imprecisely control aim. Sony Bend is 





evidently aware — enemies tend to stay 


п positio out of 





ping 
cover until they're dispatch 
they occasionally rush your position, it 






а; when 


often ends up in a m 





еѕѕу death of 
botched aiming. It means that the 
game is functional 





and context 





commands rarely let you down, but 





playing is a measured and li 


experience of efficiently lining up shots 


from behind cover until the scripting 


Strangely, Logan is better depicted in-game than 
in the prerendered cutscenes, where he appears 
disturbingly closely related to Alan Titchmarsh 
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Like Dark Mirror, Logan's Shadow features 
impressively full-featured online multiplayer, 
even if it shows up the control system still 
further, making flowing play extremely tricky 






has been satisfied. 


control schemes, s 











the analogue пи! 
movement, but 
brain rewiring for 





hardened twin-stick 


Visually, Logan's 












tive while beinc 


escape the feeling 











of this type on PS 


— 








e criticised BlackSite Ir 
WI issue 184 tor its hamfisted 


'empts to crowbar political 





me about shoc 
oldier Of 
sterpiece 





allegory 


ag: 


compared to 











ance. In Payback's де! 





of BlackSite's identity crisis 





- it knows exactly what it is: a game ir 
which you b variety of nasty non- 


Americans into chunks. You almost 





have to 





nire the purity with which 


this vision has been re 





ed 

















doesn't dally with fripperies like 
osition or tactical combat; it's 
st about using guns to bloodily 
dismember Chinese, Middle Eas 
Africans, Russians and, finally, the Irist 
They share a number of similar 
tics, these foreign types - al 








aight towards you 





thought for their safety; all 
feature dubious stereotypical accents 


е heads and arms that 





all of them ha 
can be blown clean off. In fact, 





Soldier 
Of Fortui 2 model is probably 
its major selling point and, lamentably, 


the only thing that makes its combat 





entertaining. Some of the more open 


levels are interestir 





propositions – a 


Enemy Al isn't up to much - in fact the enemies 
of the free world seem to borrow tactics from 
Serious Sams legions of headless kamikazes, 
except they ve left their bombs back at base 











Most enemies go down with a shot or two, but 
the end-of-level bosses take an absurd number 
of bullets, although they appear to be no better 
armoured. You, though, have recharging health 


terraced mountainside is a highlight 





1d the environments stand up 
well. Unfortunately, the potential is 
frequently fumbled by limited tactical 
tions and appalling Al, reducing 
nearly every battle to a turkey shoot 
Online, the story isn’t much 
different. While the six multiplay 





odes offer fast-paced action and 
relatively trouble-free matchmaking 
the games suffer from instantly lethal 
respawn placements and sticky 
scenery. Strangely, the number of 
objective-based modes (the 








for the enduring о 





ine popularit 
Soldier Of Fortune 1: Double Helix 
has decreased to just one: a bomb 
defusal game-type 

The game has clearly been made 
on a budget — not that you'd tell from 
a full price-tag which, for a four-hou 





singleplayer campaign, might be 





considered a bit of a swindle. There's 
a heavy re-use of art assets, and the 
abrupt plot jumps suggest the pocke 


didn't go quite deep enough to furnish 





the game with cutscenes. This aside, 
few obvious glitches intrude into 
gameplay – which is just as 
since no part of Payback is remotely 
cuse them. [4] 
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nits short lifetime, the Wii has 
| played host to а huge number 
of lazy ports and shovelware 


titles. Soul Calibur Legends should 
thus be a cause for celebration: a new 
instalment in a series that provided 
some of the previous generation's 
pugilistic highlights, developed 
exclusively for the Wii hardware. It 
should. In fact, its bad enough to 
make you pine for the days of average 
PS2 games with a bit of waggle 
thrown in on Nintendo's system. It 
really is that bad, and it's sad to see 
a publisher with Bandai Namco's 
distinguished history release titles that 
suit the supermarket bargain section 
The game is a thirdperson 
adventure controlled in the usual 
way, except that the characters 
weapons are controlled by swishing 
the Remote. For the first few minutes 
it can seem an inoffensive, if hardly 
revolutionary, control scheme - but 


The plot revolves around Siegfried finding Soul 
Calibur and then killing a lot of enemies in the 
search for Soul Edge. It doesn't explain why 
the environments are all so painfully similar 


after some time spent with it, the 
constant swinging and annoying 
sword noises from the Rem 
begin to grate. This may be, in part, 
because the game has possibly the 
poorest line-up of enemies and 
environments yet seen on the 
current generation of systems, with 
a handful of enemies repeated ad 
infinitum and one boss used 
throughout the game (the colour of 
his scales changed each time). The 
idea that players will be fooled by the 
same level being repeated with a 
change in textures is a laugh 

Soul Calibur Legends is an 
unrewarding trudge that doesn't 
have any ideas beyond the m 
primitive. It's got some basi 
competence mechanically, bi 
constant repetition quickly removes 
any fun. Overall, it’s uninspired, 
unoriginal, and does nothing for 
the Wii's software catalogue. 12] 





























This fine, noble, magnificent dragon has devoured almost the entire budget for Sou! Calibur Legends - 
something that becomes obvious when you see it re-used with a colour change over and over again 











he Japanese RPG has, in 
the past two years, seen 
developers experimenting with 


ts traditionally immovable mechanics 
п some interesting ways. Final Fantasy 
XII, Atelier Iris, Eternal Sonata and 
Grandia 3 have all shown that there 
are innovations to be made with what 
had become a restrictive template, and 
that some simple changes to the 
rhythm of exploration-exposition- 
encounter can create something new, 
remarkable and compulsive. 

Dragoneers Aria, by 
is a JRPG by numbers. From the 
androgynous, pony-tailed hero Valen 
and his archetypal band of three 
companions through to the 
unimaginative battle, crafting and 
mana systems, the clichés can be 
ticked off with depressing 
predictability. Innovation isn't a 
necessity if the traditions are executed 
with polish and pizzazz but, while 
are depths to be explored here, 
little to drive you into them. 

Developed by Hit Maker (no 
relation to the Sega developer of 
Crazy Taxi fame), the game reworks 














ontrast, 





ther 


the 











Traditional multiplayer isn't catered for, but the 
game boasts a network quest for two to four 
players dubbed Dragoneer Mode. Successful 
completion of this one-off cooperative 
multiplayer mission nets players a secret item 
to carry over into their singleplayer game 


Enemies on the field are represented by flying 
eyeball icons. By targeting the monster icon you 
can read information about the enemy group's 
make-up and compare their stats to those of your 
team before engaging in the turn-based fighting 


many of the ideas presented in the 
firm's first poorly received PSP RPG 
title, Blade Dancer, while taking a 
more conservative overall approach in 
an effort to win over the mainstream 
RPG fan. In this aim the game is 
something of a failure. The convoluted 
story focusing on an elite band of 
warriors charged with protecting the 
six elemental dragons that act as 
guardians of the world will only be 





of interest to players well-versed in 
anime convention 

Likewise, battles are long and 
drawn-out affairs that lack energy and 
urgency, and the game's focus on 
multi-task grinding will be too much 
for most. The other points of 
mechanical interest - control of field 
attributes, item crafting, ‘dragon orbs’ 
(which add elemental status to 
weapons) and the materia-like ‘magic 
lusces’ – are all ideas seen before, 
usually in a better-executed 
framework. Large-scale, new IP RPGs 
have been something of a rarity on 
this handheld, but as higher quality 
titles start to emerge, conformist and 
mediocre efforts like this become 
attractive and viable. [4] 
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The third title in Bethesda’s open-plan RPG 
series is definitely freeform, but far from free 


isten to someone describing 
the world of The Elder Scrolls 

III: Morrowind, and you'd be 
forgiven for running a milewhen 
confronted with the cliché - in both 
RPG and D&D flavours – presented 
Don't run just yet. Listen, however, to 
someone describing their experiences 
within that world, and you'd be 
forgiven for wanting to lean closer. 
Anyone who survives the harsh 
requirements foisted upon new 
players will, doubtlessly, have а 
handful of unique and engaging 
anecdotes to report. Morrowind's crux 
involves possibilities, options and a 
certain lack of constraint, things that 
players often pine for. But, as much 
as it's capable of a certain wish 
fulfilment, it's also an object lesson 
in being careful what you wish for. 

Before we continue with that, let's 

first consider Morrowind's enticing 
outset. Despite the aforementioned 
cliché, the genre blend is alluring 
enough: a world composed of 
believably solid 3D space, explored in 
firstperson (or thirdperson, if you 
want an inferior time) and home to a 
continental sprawl of real-estate to 
explore: towns, caves, settlements, 
mines, forts, several thousand 
individual NPCs and several hundred 
thousand hand-placed objects. Despite 


‘Morrowind has an extensive underground to explore. 
Mines, caves, shrines and hideouts pock the landscape 
as simple doors, but can lead to elaborate caverns and 
passages that can each easily steal hours of your time 


the town of Seyda Neen, ushered into 
the customs and excise building to 
rattle through the paperwork. Choose 
а гасе, appearance, name, star sign, 
class (or craft your own), and you're 
handed some official orders as a trail 
of breadcrumbs to get you going. And 
then - BAM! – the world is your 
oyster. Go wherever. Do whatever. 


The world 15 your oyster. The trouble with 
Morrowind is that it’s an oyster you’ve 
got to prise open with your bare hands 


its character-class system leaning 
towards archetype, the attraction is 
that you get to be it, not just wield it 
Thieves stalk, sneak and steal like Sam 
Fisher minus the minigames. Assassins 
skulk and snipe. Warriors blunder and 
bludgeon. Not, of course, that you're 
ever constrained to a fated choice; 
such decisions only affect your start- 
out stats. Beginning as a nameless, 
faceless, homeless presence stowed in 
the hull of a ship, you're docked at 


You're left to your own devices, just 
as you've always wanted. The trouble 
with Morrowind, however, is that it's 
an oyster you've got to prise open 
with your bare hands. 

While this may sound like an 
idyllic beginning to a game, your 
actual first impressions will almost 
inevitably be disheartening. Off 
you bound, crest a hill, only to come 
under attack from a rat. A minute of 
comedic fist-fighting ensues, your 


nascent combat stats resulting in few 
blows that actually connect, Or worse, 
you're pummelled by a more 
interesting enemy, before having to 
flee. And then you're lost. Tutorial 
advice is at a minimum, as is the 
design that has long prodded you 
through most videogames. And if 
you're playing on Xbox, the lack of 
visual flourish — a stale colour palette 
and a terse draw distance - is all stick 
and no carrot. 

Games are often, and easily, 
branded as interactive simply to set 
them apart from passive forms of 
entertainment. But that doesn't make 
gamers proactive. Involvement 
requires willing participation; 
Morrowind is an elaborate but inert 
gameworld, whose gears don't move 
until you actively propel them, and 
that take a wealth of effort to sound 
out. Aside from the rules of play, 
there's an entire culture to ingest 
and digest, covering politics, religion, 
geography, guilds, lore, drugs, booze, 
diseases, flora, fauna and even books 
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PACK MENTALITY 


Arguably, Morrowind is 
a game that needs 
expansion packs the least, 
and would in fact benefit 
from some kind of bizarre 
nti-value contraction p 
Neverthele 
released in M 









ind's 
wake, Bloodmoon added a 
new island in the north 
'denfell, whose 
t line centred on 








west of V 








maín que 





stat bonuses at 
transforming 
into a beast after sundown 
was perhaps more 
ng, despite not 
offering anything so wild 
in terms of character 
modification. Restricted 
purely to the city of 
Mournhold, this self. 
contained diversion coul 














either feel cr. 
liberatin: 

to Morrowind i 
being a relati 


manageable havei 








that can't just be picked up, but also 
read (even if their pages are few) 

It’s а heavyweight ask. And you're 
often dogged by incoherence. 
Sometimes, people notice you stealing 
even though the onscreen icon that 
indicates that you're not being 
detected is lit. Sometimes crimes 
aren't even reported; wronged folk 
just get violent – until you leave their 
homes, at which point they won't 
follow you. Other times, murders 
without witnesses are instantly 
acknowledged by the apparently 
psychic and teleporting guards. While 
Morrowind has a day/night cycle and 
a weather system, its citizens are 
static, despite the simple paths they 
sometimes traverse back and forth 
within a town on a curt, never-ending 
loop. They never sleep. in contrast, 
of course, to the population of The 
Elder Scrolls IV: Oblivion. 


Much of Morrowind's 
fallibility is true of Oblivion, despite 
its perforated beauty and physics: 
driven solidity. Oblivion made strides 
for accessibility, and a somewhat 
more elaborate world - people, for 
example, actually have routines, and 
sleep in their beds at night, a rather 
affecting presence for after-dark 





just sell (above) or police (left), they also. 
judge, keeping track of your reputation and personal 
relationships. Talking to them with a weapon drawn 
and in a state of undress isn’t the best of PR moves 






Jeremy Soule's soundtrack is by turns warm, doleful 
‘and quietly glorious. Given how few pieces it consists 
of (and how long the player is expected to roam), it's 
2 credit that they have presence without intruding 


housebreakers. Fast travel is possible 
to any town, or any previously visited 
key location. Players recover fatigue - 
a measure that dictates how 
effectively they can wield weapons, 
among other things — even when 
running. A quest log keeps finer tabs 
on your heroic accounts, in a much 
friendlier manner than Morrowind's 
quickly clogged journal. Objectives 
are tagged. Cursor details help the 
player keep tabs on criminal activity. 
And so on (incidentally, the levelling 
systems in both are equally 
cumbersome to unravel). 

Morrowind, however, remains the 
least constrained of the two. Plot- 
dependent characters can't be killed 
in Oblivion; in Morrowind, the quest 
line can be broken - a small text box 
alerts you to the fact - and you're still 
free to remain an adventurer. Towns 
aren't separated from the outside 
world by a loading screen. Aspects 
that could never be held up as sleek 
game design are nonetheless 
powerful: character dialogue — apart 
from passer-by soundbites - is never 
spoken, instead metered out via rich 
clumps of text, and conversation 
strands are far more profuse than 
those of Oblivion. Walking is the only 
way to conserve fatigue, forcing you 
to stroll the land; fast travel isn't 
available, but silt strider creatures, 





boat rides and Mages’ Guilds offer a 
shortcut between major settlements. 
Such aspects may be dissuasive to the 
received gaming mentality but, while 
it's likely that the average Oblivion 
player spends more time in the game 
before walking away, it’s just as likely 
that those who managed to submerge 
themselves in Morrowind felt 
connected and invested all the deeper. 
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Skill upgrades do more than simply 
load dice rolls In your favour, as 
they often have physical tangibility. 
For example. increased athleticism 
has genuine impact on how you can 
improvise an approach to a quest 


something more than a resident: an 
expert, You no longer see the world, 
but the design that powers it. You're 
now standing too far back from the 
rabbit hole, and it begins to look like 
nothing more than a rabbit hole. Play 
Gradius V for 100 hours, and it could 
be argued to be akin to a religious 
experience of high skill and furious 
elegance, honed to the point of 


The reward is that, within the bounds marked out 
yov're truly free to roam, to muddle, to amble, to 
be lured from the path of one quest by another 


So, what payoff awaits? The 
assessment so far may seem glum, but 
a careful and cautious approach is 
essential to savouring Morrowind's 
seemingly everlasting gobstopper. 
The reward is that, within the bounds 
marked out, you're truly free to roam, 
to muddle, to amble, to be lured from 
the path of one quest by another, to 
play out a great number of bespoke 
adventures that may only ever exist in 
your head; your trawl of a given 
dungeon will be your own story, and 
no one else's, Even exploration is an 
experience in itself, and isn't about 
hoovering secret tokens or soaking up 
completion percentages. The island of 
Morrowind that exists on the disc can 
be threadbare and tenuous, but be 
undeniable and persistent in your 
mind. Also, even on Xbox, it's a game 
that throws up snapshots of austere, 
worldly beauty, where sunrise and 


inimitable, zero-ping connection 
between gamer and game. Play 
Morrowind for 100 hours, and it's just 
as arguable yov'll feel like nothing 
more than a cog in a vast but 
plodding machine, one whose quest is 
now one more of compulsion rather 
than any true care for the fate of the 
land; a job, of sorts, now reduced to 
nothing but activity-crunching and 





data processing. This is, of course, 
just an extreme example of the vapid 
nature of RPG longevity, where 
commitment can be mistaken for 
involvement. It's perfectly possible — if 
very unlikely — that you'll still be as 
concerned and invested in Vvardenfell 
as a world, and not a gameworld. 

So, for a moment, forget GTAIII. 
Its template, while alluring and 
roomy, is bounded in ways that the 
Elder Scrolls games aren't. If 
videogames are tending towards 
experiences that attempt to capture 
а certain aspect of reality - the 
complexity of civilisation – then 
Morrowind is not just a forebear, but 
a post-mortem to boot. It's both 
lesson and warning of the worth of 
effort and patience, for both gamer 
and game-maker. As the relationship 
between Morrowind and Oblivion 
shows, it's one thing for a game to let 
the player go where they want, but 
another for players to let the 
game go where it wants. ~ 
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‘Morrowind is almost a case study in power of perspective. 
While a thirdperson view is available, and allows you to. 
parade your armour and weapons, it is firstperson that's 
the most affecting in terms of appreciating the rich prop. 
population and a sense of exploring a persistent space 








landscape conspire against any 
shortcomings to provide a memorable 
montage; again, these moments feel 
personal in a way few other 
adventures can match. 

But, even if you sink your teeth 
gums-deep into Morrowind, the fabric 
of its world is still precarious. Play it 
for long enough, and you become 
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THE MAKING OF... 


game market was no easy 
duced the country to the RPG 


IN-HOUSE JAPAN. 







enk Rogers arrived in 
m Japan in 1976, young, 
jobless and hot on the tail 


of a girl. Within eight years he'd 
have written, designed and coded 
his first videogame, sold Japan a 
genre that would go on to 
dominate its videogame industry 
creating billions of dollars of 
worldwide revenue, and, naturally, 
made the girl his wife. In 12 years, 
he would discover a game called 
Tetris at a Las Vegas game show, 
and would travel to Russia with 
Nintendo to secure the exclusive 
rights to market it on consoles. For 
а man whose only experience of 


THE MAKING OF... A 











coding was working on mainframe 
computers as a student and whose 
only brush with gaming was in 
pencil-and-paper roleplaying 
starting out was no mean feat. 

"| was an avid gamer as a 
student at the University of Hawaii 
in the 1970s,” he explains. “I'd 


became a viable business in Japan 
in 1982. | noticed shops selling 
computer games on cassette tape 
popping up here and there, so | 
decided | wanted to make a game, 


“| made a decision to develop a type of game 
that existed in the US but not Japan. There 
were no RPGs, so | decided to take a chance” 


joke that my minor was in 
Dungeons & Dragons. We had a 
gamer's club called ARRGH 
(Alternative Recreational Realities 
Group of H. 


went down to Akihabara and 
scoured the shops to try to work 
out what might be involved.” 
Rogers eventually settled on 
the NEC-8801 for his development 
platform, a PC set-up that cost him 
$10,000. With the hardware in 
place it was time to decide what 
kind of game he wanted to create 





aii) where we'd play 
with our own unique rule-set, and 
| think it was here that | caught 
the game design bug. Personal 
computer software publishing 


ш 


Rogers has kept a toe in gaming, and runs several companies from his home in Haw: 
business, Avatar Reality, is busy creating a virtual world which may contain a version of Black Onyx 






At one point Rogers accidentally destroyed the directory on the only disc copy of his monster graphics. 
Rather than redrawing them, he painstakingly rebuilt the directory so he could learn something from it 


"| made a conscious decision to 
develop a game type that existed 
in the US but not Japan. There 
were no RPGs - computer or paper 

to speak of in the country atthe 
time, so | decided to take a chance 
and do one. | didn't speak or read 
Japanese back then, so it was a 
total reverse engineer of titles | 
had enjoyed back home.” 


The game was designed, 
drawn, and coded by Rogers alone 
over an intense nine-month period 
in 1983. Rogers struggled to 
squeeze his vision into the 64K his 
machine afforded him, a constraint 
that meant only 20 per cent of his 
original ideas made it into the final 
production. Originally designed to 
offer three job classes to players, 
in the end the game had to be 
stripped back to just one: warriors 
Sequel The Fire Crystal offered 
players the chance to play as 
mages, while the third game in the 
trilogy, the unreleased Moonstone, 
was created for monks. 

"| divided the development 
job between the only languages 
available for the machine: BASIC 
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from home, h d frequent 


interrupt om his enthusiastic 
ar-old son Michael. “He 
leak into my programming 
падот keys on 
nt out 
Rogers. “His unintentional 
amendments to my code 
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4 the problem, I 
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thinking he 





and assembler," he explains. 

"The game had two main technical 
elements: movement and 
everything else. Movement was a 
fake 3D like Wizardry written in 
280 assembler while the graphic 
editor, map editor and everything 
else was coded in BASIC. 

"The 20K of graphics space 
was split evenly between monsters 
and humans, opting for variation 
instead of animation: 30 monsters, 
28 human bodies and 50 human 
heads. | also built aname 
generator, which gave each 
character you meet in the game 
а пате in addition to their 
individual appearance. The plan 
was that your character was going 
to be your avatar and you could 
move it from game to game, 
friends’ games and sequels, on 
a cassette tape. It was all quite 
innovative stuff” 

But getting the game into 
Japanese hands was far from 
simple. “Halfway through 
development | pitched Black Onyx 








Rogers included a joke for hackers 
when the last player character 
died, a line of code reading 'goto 
hell' caused the game to reset 
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to a publishing company and 
made a verbal agreement with the 
president for a distribution deal,” 
explains Rogers. “We agreed to 
split the profit after subtracting 
marketing and manufacturing 
costs. After three months of work 
! could see the light at the end of 
the development tunnel and told 
them | wanted to formalise the 
agreement. But the paperwork 





screenshots to the ads. The word 
had not got out; nobody knew 
what an RPG was and we were on 
the brink of collapse.” 


Not one to give up easily, 
Rogers decided to go straight to 
the press. “I rolled up my sleeves 
and started knocking on doors,” 
he explains. “I visited every 
computer game magazine in 


“The plan was that your character was going 
to be your avatar and you could move it 
from game to game on a cassette tape” 


they tried to get me to sign bore 
no resemblance to the original 
verbal agreement. | pulled out 
of the deal, leaving me without 
a publisher. 

"In desperation my wife called 
Softbank, a PC game distributor, 
to ask them for an introduction to 
a reliable publisher. After they had 
heard my pitch they advised us to 
self-publish, saying that they 
would place a large initial order 
to help out once the game was 
finished. In their words, all | had 
to do was 'get my wife to answer 
the phone’. Obviously publishing 
is not that simple, but we naively 
did it anyway, borrowing $50,000 
from a friend to set up Bullet-Proof 
Software. It was one of the best 
decisions | ever made.” 

However, immediately after 
release Black Onyx was to hit 
some more near-fatal problems 
“The game was finished just in 
time for Christmas 1983, but 
Softbank reneged on their promise 
to initially order 3,000 pieces and 
ordered 600 pieces instead. My 
rudimentary advertising campaign 
resulted in zero phone calls in the 
first month and four in the second 
after we had added some 


Japan, sat the editor down and 
created his character. | had a set of 
questions I'd ask them in Japanese: 
"What's your name? Which one of 
these 50 heads looks the most like 
you? Please pick out some clothes 
to wear’. Then I'd tell them: ‘This is 
you. Now we are going to go on 
an adventure’. | would play with 
their character for an hour while 
they looked over my shoulder. That 
way they'd see how to map with 





The game's popularity ensured it was ported 
across to almost every Japanese console 
platform in the ten years following its release 
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The ‘karma’ system was not outlined in the 
game's instructions. Instead Rogers relied on 

Viral word of mouth to get the clue as to how 
to complete the game out into the community 





| HENK 
| Palaina 
Nick 





graph paper and pencil, how to 
explore the world, and buy and 
equip armour and weapons." 

This hands-on approach to PR 
paid off spectacularly. In the April 
editions of every Japanese gaming 
magazine Black Onyx had secured 
rave reviews. By May Bullet-Proof 
Software was selling 10,000 copies 
a month at Y7,800 (£36/$72) a unit 

the most expensive game on the 
market at the time 

Voted game of the year by the 
readers of Login magazine (the 
best-selling Japanese gaming 
magazine at that time), Black Onyx 
sold around 150,000 copies, not 
counting huge numbers of rentals. 
The game's gigantic success paved 
the way for the other Japanese 
developers to bring their own RPG 
titles to market. The first Dragon 
Quest team went on the record 
praising Black Onyx as the 
influence for them investigating 
other western titles in the genre 
(specifically Wizardry). And so the 
RPG hacked and slashed its way 
into the Japanese videogame 
industry and consciousness. 

Rogers is philosophical about 
the adaptation of his ideas in to 
rival titles at the time: "I saw so 











many elements of Black Onyx 
replicated in subsequent RPGs and 
even titles across other genres, but 
what can you do? For example, I 
ditched the numbers that indicated 
player health for blue bar-graphs 
that turned red as the player got 
damaged. This system is widely 
used not only in RPGs but in 
fighting games such as Street 
Fighter and Virtua Fighter today.” 
As well as introducing the RPG 
genre to Japan, Rogers’ game was 
responsible for launching some 
heavyweight videogame careers 
Hisashi Suzuki, a Keio University 
student and part-timer at Bullet 
Proof Software, wrote the manual 
Suzuki would later go on to 
become president of Square Enix 
“| meet a lot of people in the 
industry in Japan. Some don't 
know the history,” says Rogers 
“When I mention | used to have 
a publishing company in Japan, 
Bullet-Proof Software, they ask if 
| had anything to do with Black 
Onyx. | say | designed and 
developed it and a lot of the time 
they'll exclaim: ‘Oh my god, you're 
the reason I'm in this industry!" 
Bullet-Proof Software 
immediatly went into production 





di 


of a sequel but, by the third game, 
Rogers felt like he was being left 
behind by the bandwagon he had 
set in motion: "The game made 
such a huge impact and caused so 
many clones to be developed I fast 
realised we just could not keep up. 
Dragon Quest was a game built 
specifically for the Famicom and 
Famicom players. The graphics and 
the story come from the manga 
world, which inevitably resonated 
with the Japanese psyche much 
louder than the Lord Of The Rings 
style I was familiar with. A 
westerner cannot compete with 
that kind of cultural incisiveness, 





so | started looking around the 
world for games to bring to Japan 
instead. I guess then, in some ways, 
the success of Black Onyx was not 


only responsible for Final 
Fantasy but also for Tetris.” 2 


An: 
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PRECIOUS STONES 


In the six years betw 


arrival in Japan and th 
of work on his RPG, he worked in 
the gemstone business. It was from 
this time sorting through uncut. 
т тај that the 
ot its name as well as its 
rize: the first 1,000 pl 
lete the game received 
ertificate signed by Rogers, 
while the first 100 players on 
each hardware platform У 
rewarded with a real black onyx 
It was the che most 
parently valuable, giveaway | 
could think of,” explains 
ever revealed their actual cost 


black onyx, I'd alway 
answer 40 days’ hard labour, wh 
the average time it took to 
complete the game. Needless to say 
1 did not give them all away and still 
have some of the original gems." 









































To reach Black Опух final dungeon, the Black Tower located near the town of Utsuro in the game, players had to 











raise the hidden karma statistic to 100 per cent by talking to NPCs and allowing weaker foes to escape unharmed 
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Directing the future 


Machinima is seen as a subset of games culture, but one firm hopes to 
break out a new artform with the launch of a dedicated production tool 


he development of machinima, 

or animation made using game 

| modding tools, seems to have 
reached its second critical point. The first 
came as the earliest examples of the 
form, such as the Quake-originated Diary 
of a Camper, morphed into more 
complex fare such as the Halo-based 
Red Vs Blue and The Sims-inspired The 
Strangerhood. As the tools improved, so 
did the quality of the short movies. Yet 
despite growing popularity on the 
Internet, via DVD releases and even the 


“People want to make movies. 
The appetite is enormous, but 
without the right tools it’s hard” 


www.moviestorm.co.uk 


occasional broadcast TV spot, the 
genesis of the enterprise limited the 
audience as well as restricting the 
creatives’ visions. After all, to get those 
films made, the virtual actors had to be 
physically moved around in-game using 
game controls, while directors relied on 
the characters, animations and props 
created by the дате developers for 
their settings. Small wonder so many 
flicks revolved around ‘what do you 
mean, we're trapped in a game” jokes. 


Thanks to its wide range of sets, Moviestorm enables machinima makers to move beyond games and 
‘traditional environments 


(above). One use for Moviestorm could be music videos (top right), 


Looking behind the scenes, what's important is how you place cameras and cut between them (right) 


Since then, however, Lionhead's The 
Movies and the sandbox environment of 
online world Second Life granted more 
cinematic tools as well as increasing the 
variety of assets, hence providing fans 
with more artistic headroom. Even so, 
there still weren't any pure-play 
machinima tools. 

"The Movies was great for machinima; 
200,000 people posted online shorts 
made using it,” enthuses Matt Kelland, 
creative director at Cambridge-based 
company Short Fuze. “Now we know 
there are 200,000 people who like 
making machinima who aren't being 
supported.” It’s a gap Kelland and Short 
Fuze are determined to fill. That's why 
they've spent two years working on a 
machinima package, Moviestorm. 

Kelland, together with CTO Dave 
Lloyd, first got the machinima bug when 
working on their own Bond-inspired 
short, No Licence. The experience proved 
both exciting, in terms of the freedom to 
make a film, but also frustrating in terms 
of the technical barriers. 

“People want to make movies. The 
appetite is enormous, but without the 
right tools it's hard and time consuming,” 
Kelland explains. "The company's motto 
is ‘We want а million kids to make а 
million movies’. | believe we will see a 








Аз well as letting you get your camera 
close-up on characters’ faces when setting 
мр cameras, Moviestorm also has rendering 
options including the ubiquitous cel-shading 


million people doing this. Moviestorm 
provides everything you need to make 
а film. Like Lego for machinima: it 
provides all the blocks,” 

Yet even Moviestorm, which is 
currently available in beta form, has a 
learning curve. It works by mixing the 
metaphor of The Sims-style gameplay 
with a layer of camera controls and basic 
editing functionality. 

Opening up a scene, you can create 
your own sets by dragging and dropping 
individual bits of scenery or using stock 
templates such as room interiors, chat- 
show studios and malls. Then it's on to 
choosing the customisable characters. 
Combining the two, you take a director's 
view of the action, which is set up by 
getting the characters to interact using 
right-click commands such as walk, sit 
down, fight, kiss, etc. These, in turn, 
break down into more complex context- 
sensitive animations and interactions. 
Audio can be imported, too, with 
characters lip-synching in time to the 
dialogue. Then, once the scene is 
complete, it's a case of placing cameras 
around the set. These can provide simple 
static shots or be attached to moving 
characters. You can, of course, cut 
between them as you'd like. "The main 
thing that differentiates Moviestorm 








from mod tools is that it's completely 
freeform,” explains Kelland. “The single 
biggest innovation is the basic camera. 
It’s a bit more complex than a standard 
firstperson camera but it’s a lot more 
powerful. It allows you to think about 
what you want to film and what you 
want in the frame, rather than worrying 
about where to place the camera. If I 
want a close-up of the character's eyes, 
I'll click on the eyes and drag them to 
where | want them in the frame and 
then zoom in and out to get the shot.” 
The other important element is the 
amount of character animation available 
in Moviestorm. Unlike game engines, this 
includes many subtle movements. “One 
disadvantage of working with a game 
engine is the developers put a huge 
amount of effort into producing a small 
amount of characters and a large 
number of highly restricted animations. 
We're giving people a huge amount of 
animations across a much broader 
spectrum of characters,” Kelland says. 
Indeed, the whole company is 
based on the premise that, with 
Moviestorm available as a free download, 
users will happily pay around $10 to 
buy additional asset packs that will 
provide specialised settings, assets and 
animations (see ‘Building the ecosystem’). 





The view from the director's chair: each of the different 
‘camera viewpoints is shown on the right, and you can 
vary the position, focal length and focus for each of 
them by toggling them into the main window 


In the future, Kelland also hopes to 
kickstart a marketplace where talented 
modellers and animators can sell their 
own creations, with Short Fuze skimming 
off its margin, of course. Such a business 
model is predicated on a large number 
of users, though: a million kids making a 
million movies, perhaps. 

But to get to that point, Moviestorm 
will have to push the machinima 
community into being something more 
than a niche of talented people playing 
around within game culture. 

Kelland is certainly up for the job. 

“1 think we're starting to see a schism 
inside the machinima community,” he 
says. "А lot of what's now created is 
purely fan-based: by World Of WarCraft 
fans for World Of WarCraft fans. Red Vs 
Blue is great if you play Halo, But once 
you've made a film about game 
characters realising they're game 
characters, what do you do next? One 
of the big challenges for us is saying: 

‘Machinima isn't about games. It's a 
technique for making films’. It will take 
time. The majority of machinima will be 
game-related for a while, but the ~ 
groundswell is coming.” 


copEsHor A 


Building the 
ecosystem 


Building the ec 
that’s very Edge,” laughs 
David Bailey, Short Риге 
CEO. He should know. In 


UK developer Black Cactu: 
he was never shy about 


journalist 
of the business. 
publisher/developer model 
is fundamentally bro! 

he booms. “If you're 


by step but you can already 
use it to create a mov 

that's worth watching. We 
have thousands of users 
and they really care and 

nt this to work. That's 

ry exciting.” 

What about Matt Kelland's 
million kids, though? “Never 
underestimate the power of 
2 million amateurs with the 
keys to the factory,” he 
replies, using the aphorism of 
Web 2.0. “Actually, while we 
need a certain number of 

> be profitable, it's 
nota very large number. 


What's important is these 
are creative people. Once 
you have them using your 
tools and posting to your 
site, you have someti 


movies. The more people 
је those movies, the 
more they come back to 
Moviestorm. And the more 
they come back to us, the 
more content we sell, and 
the better the movies a 
and round it goes. And you 
know what, so far, it’s 
working out fine.” 
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WE NEED TO ROUND UP SOME TALENTED 
PEOPLE TO FILL THESE OFFICES WITH 
THEIR CREATIVE SPUNK AND VIGOUR 


"GRADUATE OR EXPERIENCED" 
E A € 
“IF YOUVE GOT A SPECIALITY THEN 
WERE ESPECIALLY INTERESTED" 


fi K 


(AND I DON'T MEAN 
LAWRENCE LLEWELYN-BOWEN) 


*..ESPECIALLY IF YOU KNOW 

A BIT ABOUT PROGRAMMING” 
q 
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МА. 


EMAIL: JOBS@FRD.CO.UK 
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Crytek® Studios N Budapest - Kiev 


After finishing our latest game Crysis", we are hiring new talent far eur future game and technology developments. Come be part 
of the award winning team behind Far Dry? and Crysis™ in our studio facilities located in Frankfurt (Germany), Budapest (Hungary). 
and Kiev (Ukraine). If you share our passion for creating exciting and innovative new games that redefine what it means to be a 









p 
7: 


f \ > — "next generation” or "state of the art" production, come join one of our multinational teams in Europe. 
$ Current openings include: 

Sr. Development Manager Producer Lead Designer 
Development Manager Community Manager Game Designer 
Project Manager Physics Programmer Level Designer 
Technical Director Console Programmer Animator 
Art Director Tools Programmer 3D Artist 
Senior Producer Game Programmer Texture Artist 


Concept Artist 





doin the fun! Please apply through aur website www.crytek.com ог mail us your resume and/or work samples to: 
Crytek GmbH, Human Resources, Hanauer Landstr. 523. 60386 Frankfurt a. M.. Germany 


Tr ytekändBnysis are trademarks or redigtered frademadks ОРСлукек BinbH in the U.S. and/or other:countries. Ñ Ó jb! ` 


'ar.Dry is a trademark of Шева Ente ipgent im the US and/or other countries 










Venom Games are currently hirin ° m 
for the Next Gen team at our ` 
Newcastle studio 


Programmers 
Animators i 
Flash pe: | 





Part of the Take Two Interactive group 


Jobs@venomgames.co.uk 












COME TO WORK WITH SOME AMAZING PEOPLE 





Every single one of the 150 individuals at Frontier shares your passion for games - it shines through our impressive track record. Our advanced, integrated 'Cobra' 
platform of technology & tools, which we've been evolving for 14 years, helps us maximise the care and attention to detail we put into all aspects of our work as we 
continue to drive towards our vision; of videogames being the world's premier form of entertainment. 

We're committed to making innovative, quality games. 


We have an exciting, varied crop of current projects and we want talented individuals like you to work with us. We've got a great work environment based in our 

own building on the Science Park in Cambridge, a fun university city with a good quality of life, and we make sure it is both a stimulating place to work and a 

meritocracy. We'll care about your career development, encourage your ideas and contribution and enthuse you to keep improving, whatever your chosen 
discipline and stage of career - we're big enough to be professional, and flexible enough for you to make a difference. 


"Working at Frontier has re-kindled my enthusiasm for making games" 
Games industry veteran & recent Frontier starter 


If you want to come to work with some amazing people, get in touch via www.frontier.co.uk. We're waiting to hear from you. 


FRONTIER 











av Project Managers 


= Programmers 


= Designers 


sar Animators 


ae Artists 


If you'd like to join our team, please email your CV to: jobs@distudios.net 





æ \sn't it time you moved your career up a gear? 






www.blackrockstudio.com 
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NEED NOT 


Transmission Games (formerly IR Gurus) is one of 
Australia’s premier and most successful game 
development studios. 





A fully next-gen studio, Transmission is currently 

working on two well-known and established franchises 
and is recruiting for a third project. We are looking for 
enthusiastic and talented developers eager to bring one 
of the most extraordinary worlds ever imagined to games. 
The world of Sin City. 


Applicants will need to display a high level of enthusiasm, 
demonstrate creative and original thought, and a passion 
for games. 


To work with us and the creator of Sin City we're 
looking for: 

- Senior Environment Artist 

- Engine Programmers 

- Lead Script Programmer 

- Lead Designer A 
- Senior Character Modeler 

- Animators 

- Lighting Lead 


If you think you’re a gun, send your application to: 
jobs@transmissiongames.com 
www.transmissiongames.com 
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EVERY GREAT CAREER HAS A BEGINNING 
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NOW HIRING — AN 
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THE EMPIRE NEEDS МОЈ 


LUCASARTS € LUCASFILM ANIMATION SINGAPORE %W 


x Tem RETO 2v 


LucasArts, based in San Francisco and Lucasfilm Animation; based in Singapore, 
LUCASARTS are currently hiring for their gaming teams. Come by and see us at our LUCASFILM 
GDC booth #513! Вери 
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PROFESSIONAL WORKING ENVIRONMENT | EXCELLENT QUALITY OF LIFE m Ey / 
| 


WE ARE EXPANDING OUR TEAMS | \ 


GRAPHICS PROGRAMMERS Ri ) 
TECHNOLOGY PROGRAMMER = 4 : Ш 
SOFTWARE DATABASE ENGINEER XII Е 
BUILD ENGINEER 

AUDIO SOFTWARE ENGINEER 6 

SENIOR Al PROGRAMMER — 

„МЕТ GAMES PROGRAMMER I a aa a 
SENIOR МЕТ GAMES PROGRAMMER ° Ñ 
SOFTWARE ENGINEERS \ 
SENIOR SOFTWARE ENGINEERS \ 
SERVER PROGRAMMER V 
SENIOR SERVER PROGRAMMER 2 

SENIOR MMO GAMES PROGRAMMER er 
CONCEPT ARTIST i 
ENVIRONMENT ARTIST 
ANIMATOR 

LEAD ARTIST 

MMO GAMES DESIGNER 
SENIOR DESIGNER 
ASSISTANT PRODUCER 
PRODUCER 

QA TESTERS 

IT MANAGER 


www.realtimeworlds.com 
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Forget Games 


c 2 Tired of long hours and instability? 
Try creative software development instead 







Serif is looking for strong C++ 
developers, ideally with Windows 
API, MFC/STL experience. 
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MoviePlus and PhotoPlus, as well as Serif's other 


Working as part of a passionate and 
highly skilled team, you will be helping 
to develop PagePlus, DrawPlus, WebPlus, 





award winning software products. 


Nottingham £36k-£42k 


specialmove 


www.speclalmove.com 








NEW WEBSITE LAUNCH - SPECIAL OFFER - HUGE SAVINGS ON EDGE SUBSCRIPTION 


EDGE 


EXCLUSIVE OFFER 





Want to get your hands celebrate the launch г ite www.specialmove.com Specialmove has t d w > for an exclusive 
on the latest version of jbscription offer ама jalmove customers who га their details on our r brand new website. Once stered, this 
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у the time you read this, the fine folks 

here at Edge will have already reviewed 

Criterion Studios’ new racing game 
Burnout Paradise [see p86]. As I write this, I 
have no idea whether they'll love it or loathe it, 
but based on my hands-on time, I can’t possibly 
imagine that they'll be indifferent to it. That's 
because Criterion has fully embraced what it 





means to make an open-world racing game, with 





no compromises made for the lovers of previous 
entries in the much-lauded franchise. Are you 
a fan of circuit races, which made up the bulk 

of the events in prior games? Too bad, they're 
gone, replaced entirely by point-to-point 
competitions. Did you genuflect before Crash 





mode, as introduced in Burnout 2 and refine 
in Burnout 3: Takedown and Burnout Revenge? 





So sorry, but the pre-set crash junctions have 





been replaced by the ability to trigge 
almost Katamari Dama chain of 


ran 





destruction, anywhere and any time, under 
the new name of Showtime mode. There are 
а slew of other changes and tweaks, but the 
two I've focused on are those most likely to 
be cited by people who feel that This Is Not 
My Burnout 

Personally, I very much enjoy Burnout 
Paradise. But I cannot tell a lie: it took me the 
better part of an hour to properly warm up to 
the game, so different is its essence from that 
of its predecessors. The experience got me 
thinking about innovation, and whether or not 
it’s the be-all or end-all for videogames. For 
innovation means taking a chance on something 
unproven, and in an age of rising budgets this 
can be a risky proposition. Criterion’s parent 





company Electronic Arts, for example, has often 
been criticised for lacking innovation in its 
products, an accusation which most likely stems 
from EA's deliberate annualisation of franchises 
wherever possible. (Whenever I hear this, I ask 
ple remember that EA is 





myself whether p 
the same publisher that brought us The Sims, 
pushed its sports teams to make more creative 





and extensive use of the right analogue stick, 
and will deliver Spore unto us at some point in 
the future.) This has led to a focus on what EA 
calls ‘fea 


or revised bits of gameplay that will clearly 





are innovation; or coming up with new 








distinguish this year’s entry from the previous 
one. So the same company can receive demerits 


for games not innovating enough, and at the 





same time — as with numerous forum posters 
who've tried the Burnout Paradise demo — be 
accused of having been too innovative. 


The Goldilocksian taste buds of critics and 


A company can receive demerits for games not innovating enough, 
and at the same time be accused of having been too innovative 


rent!'; 


“This game is not different enough!’ — can 





players alike — "This game is too di 





both 





represent something of a challe 
original games as well as sequels. BioShock 
enjoyed a da 





n -near-celebratory run-up to its 
launch over the last two to three months of 
development, as a wider array of people got 
their hands on the code and could finally see 
how it well it had all come together. Yet, as 
various commentators have pointed out, the 
initial wave of hosannas had been followed a 
1liked 
K 





noticeable backlash. For my part, v 
the game a lot, I found myself 





ishing that 





Boston/Australia had extended what was 





perhaps its greatest innovation — the “moral 


choice’ of rescuing or harvesting the Little 


Sisters — to other areas of the game. But if you 





consider that neither System Shock nor System 





Shock 2 were big hits, it might be fair to say that 
Ken Levine and his team took as many risks as 
they possibly could for a ten-hour-plus big 
budget standalone game; unlike the even more 
praised Portal, BioShock didn't have the 

of beir 
gaming's most beloved franchises and the 


advant. bundled with one of 





long-awaited sequel to one of the best 
multiplayer games ever made. But now, having 





been rewarded both critically and commercially 
for th 
will be even more daring, and in doing so, live 


° risks that it did take, I expect BioShock 2 





up to the promises that the first game made 
but did not entirely keep. 

During a preview event last year, when I 
asked Criterion creative director Alex Ward why 
he and his team had made Showtime mode so 
different from the Crash mode in previous 
Burnouts, he replied that the older games were 
still in gamers’ collections and on store shelves, 
and that if people wanted that experience, th 





should simply replay the previous titles. Was 
that the correct approach, considering that 
Paradise’s open world could have clearly 





accommodated the series’ traditional circuit 
races and crash junctions? 

I'm torn, because had Criterion allowed 
itself the crutch of the old, they might not have 
pushed themselves hard enough to deliver the 
shock of the new. Burnout Paradise isn’t perfect 
but it is the finest realisation of an open-world 
racer to date, one that will almost certainly 
serve as a template to others who follow suit 
And if reinvention is what it took to get there, 
I'd say that it's a price I’m willing to pay for this 
genre to take another step forward. 

Besides, there's always the downloadable 
content, right? 


N Gai Croal writes about technology for Newsweek. His 
blog can be found at blog.newsweekcom/blogs/levelup 
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ny movie 


Yes, bubis ib art? 


h, man. That's the crappiest question 

lof all time: what is the definition of 

art? Too bad we're going to think 
about it with respect to videogames. 

Joseph Campbell's profound observation in 
his 1949 book Hero With A Thousand Faces 
was this: if all these cultures separated by time 
and space arrived at myths and stories with 
consistent elements, then there must be 
something fundamentally truthful about the 
human condition contained in those elements. 
"Think of it as history's most elaborate research 
project, except instead of door-to-door polling 
we used archeology and anthropology. And the 
results were that no matter who you were or 
where and when you lived, somehow this 
small 





et of material served some important 
function in your life. 

Looking at the material, you could say it's 
probably about the inevitability of change and 





death and the delicious comic irony that despite 
having been born with a primal need for 
connection with others, every person is 








ultimately isolated in their own head. Man, 
that one cracks me up every time. But wait, 
weren't we supposed to be talking about art? 
I'm really into Bob McKee's thoughts on 
the subject. In his book Story, he says that 
relevance and honesty are necessary qualities 
for any screenplay worth a damn. Those are 








related qualities, because if you narrate events 
that your life experience has caused you to 
believe truly would happen, then you are being 
honest, and by extension you are sharing 
something you know about life. And this, 


McKee tells us, is what every living person is 


iting ever captured 


andscape the 


clawing so desperately to understand: how 
should I live my life? What is the right way 

to proceed with this predicament I find myself 
in? You're in it, too — what have you been able 
to figure out so far? 

It's why we hang out in groups and drink 
beers and give each other advice (that and better 
to fend off sabre-toothed cats and raise our 
spawn collectively). And there is this gnawing 
suspicion that, because of the fundamental 
isolation we're all in, no one really understands 








us at all; maybe they're not even here, we're just 
imagining them. And nothing communicates 
“this is what it’s like to be sad’ like a sad song, 


or a sad poem, or a sad painting. Suddenly we 





are reassured: this person does get it. They are 





here with me 
Think about e 
watched a movie and couldn't get a certain 

piece of it out of your head. You kept running 


somewhere nearby probably. 


ery time you read a book or 








your mind over it; you dreamed about it. 
Why that piece in particular? What relevance 
did it have for you? 

In this sense, art is a piece of some 
Triforce you have to collect to beat your life. 
Other parts are spirituality, philosophy, scien 
and maybe something like making out with 
hot chicks at parties or Nutella or other fun 





stuff, maybe the two combined. All ways to 
come to an understanding about what the hell 
is going on. 

It doesn't have to be an epic treatise on 
the meaning of life to make a contribution, 
either. It can capture something much more 
unassuming, like a particular type of smile 
or what it feels like to sled downhill in the 


winter, But find one of those that stuck with 
you and hold it in your head for a while, dig into 
it. 





Did you find a connection to something 
deeper? 1 usually do. 

Videogames are not trying to be art; the 
already are art. Too often they are not explicitly 
designed to be relevant or honest, but even if 








art is not what's being manufactured, it's always 
at least a by-product. So what parts of 
videogames have you not been able to get out 





of your head? Riding your horse in Shadow Of 
The Colossus? Solos in Rock Band? The explosive 
paranoia of BioShock? The way E:T’ 
seemed to be uncomfortably gripped b 
an invisible hand when he levitated him: 
out of those pits? 

Has any movie, song or painting ever 
really captured for you the feel of exploring 
an unfamiliar building or landscape or solar 





's head 





self 





system the way videogames have? Let’s indulge 
ourselves for a minute and just admit that we 
rock spatial exploration in a way no other art- 
form can touch (other than maybe weaving, of 
course). What else have we cornered the market 
on? Fear? The thrill of challenge? The intuitive 
maths of physical interactions? These are no 
small fries, either — these are major elements 
of the human experience. 

This list underscores the value of expanding 
our range of topi 
domains, however. Even more important 





outside of the physical 





there is a need to recognise that whether we 
mean to or not we're establishing a connection 
with our audience and presenting them with 
something we seem to believe about life. 

As videogames reach more and more people, 
this really ups the ante in terms of our 
responsibility, but also our opportunity: 
you're in this predicament, too. What have 
you been able to figure out so far? 





Randy Smith is a lead game designer at EA's LA studio, 
His current project is a collaboration with Steven Spielberg 





THE ULTIMATE 2008 PREVIEW 
IN THE ОК #1 UNOFFICIAL 360 MAG 









| dh 
= i | MA "T 





RESIDENT EVIL 5 


FREE! 


Heroic Halo 





оте па profound happened to me last 
night: I lost my virginity. Also, I won my 
first online Halo 3 tournament. This is 
probably no biggie to most of you, but I never 
once won a game of Halo 2 — online or off. In 
fact, my experiences of playing Halo 2 online so 
pooped in my opinion soup as far as online 
gaming goes that for a long time I didn't go 
anywhere near it. Plus, I spent some months 





desperately confused about my sexuality (after 
all, they couldn't all be wrong in their belief that 
I was a homosexual). Only Call Of Duty 2 turned 
me around. For some inexplicable reason, here 
was a multiplayer game I could play. There was 
something about Call Of Duty 2 that was 
unthreatening, and accessible, in a way that 

the Halo series never has been. 





And then my Xbox 360's wireless 
connection choked to death, and I didn't play 
online games for almost a year. And then my 


leaderboard. My third game I won conclusively, 
a good eight points ahead of my nearest 
competition. I know this is preaching to the 
converted, and stating the bleeding obvious, but 
my crikey did that feel good. It was genuinely 
one of the biggest gaming highs I've ever had. 
This is a terrible confession for someone 








who spent just over ten years reviewing games 
for a living, but I’m fairly crap at games. Well, 
I'm better than the man in the street, and my 
friend Anthony, but I've never had the patience 
to get really good. 

I don't think I ever finished a single game on 
my dear old ZX Spectrum. Admittedly, games 
then were far more unforgiving than they are 
today, but even today I tend not to have the 
stamina to finish every game. This is something 
I probably really shouldn’t be admitting, but 
there were very few games 








we played all the way 


through when I was writing Digitiser. 





Portal is effectively one idea, but you can almost sense 
its development team experimenting as you play 


Xbox 360 died, the infamous Red Ring of Death 
signalling that I was either going to have to 
go through the hassle of sending it back to 
Microsoft for repair, or buy a new one (I went 
for the latter: Christmas was looming, and the 
thought of not having Call Of Duty 4 to play on 
the big day was far too painful to contemplate). 
Given my experiences with its predecessor, 
Halo 3 was not my first choice of online game. 
Unfortunately, I'm no great fan of Call Of Duty 
3, and I couldn’t find my beloved Call Of Duty 2 
And the headset wasn’t working very well, so 
Team Fortress 2 was a bit of a pointless 
experience. Halo 3 it had to be. I lost my first 
game spectacularly. My second game I fared 
slightly better, finishing about halfway up the 


Admittedly, that was out of ne 
many games, so little staff — but it rarely came 


back to bite us on the cracksie. 





sity — too 





In fact, in ten years of Digitiser I can 
remember only one occasion where it had 


repercussions. I think it was Cannon Fodder 2, 





where a member of our modest team of Amiga 
reviewers marked the game down because it 
didn't have drivable vehicles, unlike a similar 
point-and-click shooter that had been released 
a few months earlier. It was a stupid mistake 
that we never repeated, by making sure we never 
said anything specific about a game ever again. 
Nevertheless, now that I can pick and choose 
the games I play I generally tend to complete 
them these days. There are times when I get 


bored still, mind. John Woo's Stranglehold is a 
case in point. Initially I was disappointed that 
the graphics failed to come anywhere close to 
matching the glorious screenshots that had 
lured me in, but the action was fun enough. 
Unfortunately, the game failed to evolve. The 





levels quickly became repetitious, and it was 
fairly apparent that once I'd played the first 
four levels Га played them all. 

1 think that's the key to keeping my interest 
ction, to 
Creed is a 
game I was surprised to like, given the mixed 
nature of its reviews. The action gets a bit 
samey, but I found the environment changing 
just enough to keep my interest. Half-Life a — 
and its episodes — keep throwing new ideas 
at the player in a way that the Halo series 
never has, while every one of the cornerstone 
Mario titles — from Super Mario Bros to Yoshi's 
Island to Super Mario Galaxy — has made sure 
that every level is a new game almost, while 





in a game. I want every stage, every 
feel like a fresh 








perience. Assassin 











always staying true to the basic underlying 
rules of its universe. 

Likewise Valve's Portal. It's effectively one 
idea, but that one idea is explored from every 
conceivable angle. You can almost sense its 
development team experimenting as you play, 
doubtless being as surprised as you are by the 





endless flexibility of one simple, headline 
gaming conceit. Hence, the game never gets 
boring. Hence, you play through to the end, 
even though the levels all look the same, 





Perhaps this is why I now find myself itching 
for another go of Halo 3 online. For now at least 
winning at a Halo game is a markedly new 
experience. If I win all the time maybe it'll get 
boring. Mind you, there's as much chance of 
that happening as there is of me getting through 
a game without being called a faggot! 


Ar Biffo co-founded Digitiser, Channel 4's Teletext-based 
videogames section, and now writes mainly for television 
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Issue 184 


ONLINE OFFLINE 


Choice cuts from 
Edge Online’s 
discussion forum 


Topic: Machiavellian games 
Has anyone ever played a game 
where you have to subtly 
manipulate events to your 
advantage? Have you ever 
arranged an illegal sale and 
then called the police or 
committed a crime and planted 
evidence to make someone else 
look guilty? Told an NPC that 
you've seen their partner going 
into a motel with someone 
else? Spread rumours? Some 
of these things would be very 
difficult to program but I can't 


think of anyone even trying. 
freethinker 


As far as manipulating 
enemies and that kind of thing, 
BioShock has ample use of 
pitting enemies against each 
other, It’s quite enjoyable once 
you get the hang of it. 

Bugul 


In Mass Effect last night, I told 
а woman I was going to spy on 
this businessman for her. I 
then proceeded to go and tell 
the guy about what she was up 
to, I then lied to her saying I 
had done it, and got a lot of 
credits from her. 

Matty} 


126 


(1616), 


With regards то the issue of 

trying to find enough time to play 
games, I say this: it is not our fault. 
The 360 has, in particular, had а very 
claustrophobic release schedule since 
the end of the summer. 

‘That has put a direct strain on 360 
gamers’ free time — I'm sure that you 
won’t find many Wii or PS3 owners 
complaining of a surplus of games 
vying for their attention. Also, it 
seems to have damaged the online 
communities of several games that have 
previously enjoyed healthy support. 


As for PGR4, I'm sure that as it was 
released within three months of the big 
day a lot of the casual players were 
unable to see past the Juiceds and Need 
For Speeds of the world. As a result, the 
game seems to have been overlooked, 
or maybe it is a more significant insight 
into the split between Bizarre Creations 
and Microsoft and the tidal wave of 
coverage that the Chief received. 

Is it possible that Halo 3 may have 
done more damage in the long run than 
good? Maybe gamers are also struggling 
to find time to play any other games 


The 360 has had a very claustrophobic release 
schedule, and that has put a strain on its owners’ 
free time, and damaged its online communities 


I feel that PGR4 is a good example. 
‘The game was released close to a few 
other racing genre releases, and of 
course, too close to the overpowering 
Halo 3. The online support of PGR4 
compared to PGR3 is significantly less 
and the game has recently suffered the 
dreaded vote of confidence in the form 
of a price cut in one high street games 
shop within a mere few months of 
release. Obviously, there were fewer 360 
owners when PGR3 arrived but there 
were also relatively fewer online games 
available to buy at the time. 

I'm sure that during that time, 
people actually had the same amount of 
time to play games as they do now but 
they were able to focus on the games 
that they owned, gained a greater return 
on their investment, and generally 
enjoyed themselves more. 

Surely, for everyone who has some 
form of investment in the 360, a more 
controlled and considered release 
schedule would provide some breathing 
space and an opportunity for games to 
be savoured and IP to grow. 


while the Master Chief reigns supreme. 
Or maybe Microsoft has not sold 
enough systems. 

Paul Powell 


This is an issue we discussed in these 
pages some time ago, and it's certainly 
not going to go away soon. What about 
a game like Drake's Fortune? It's plenty 
of fun for the relatively few hours it 
lasts, but how do you feel when you 
finish it? Do you wish that you could 
play its particular brand of running 
and gunning against a friend? Or, with 
the amount of other games up there 
on your shelf, is it somehow a strange 
sort of relief that you're done and 
dusted with it, and ready to make a 
clean break for the next challenge? 


As a lecturer in politics, and 

someone who is attempting to 
demonstrate to the academic 
community the merits of looking at 
videogames more seriously, I am a little 
unsure what to make of your discussion 
of whether or not games should be any 








The best letter 
wins a DS Lite 


more than games (E184, p77). While 
your sentiment has merit for some 
games, you are surely over-playing the 
extent of the shift from games as games 
to games with ‘higher’ purpose. 

BlackSite stands out partly because 
it is not particularly good, but arguably 
it should be applauded for attempting 
to engage with politics and political 
issues. It may not succeed, but it is 
arguably the first mainstream game to 
engage directly with political issues in 
a serious way. Maybe BlackSite stands 
as the equivalent of the film Blood 
Diamond — essentially throwaway but 
important in the sense that it brings 
politics to an audience who might not 
be exposed to it otherwise. 

The real power of film, of course, 
is that it has been able to engage with 
myriad emotions and issues through a 
single medium. Consider the numbers 
of people exposed to political issues 
such as Vietnam, McCarthyism or 
Northern Ireland through film. Even 
mainstream action films such as the 
Bourne movies or Enemy Of The State 
contain a message about the capacity of 
absolute power to corrupt. 

In fact, rather than sharing the 
sentiment of Edge that games should 
be games, why not share the view that 
they should be good? The desire for 
BlackSite to engage with serious 








political issues should be applauded, 
and is indicative of a medium which is 
becoming increasingly confident to 
engage with such themes. If games can 
learn one thing from films it is not to 
try to ape their style but it is instead to 
ape the scope of the forms of emotions 
which they can engender. When games 
can become both games but also much 
more than games surely we will all be 
better off. 

Dr Nick Robinson 


We're absolutely, positively behind 
games being used for the greater good, 
but if, in this particular instance, we're 
talking about bringing politics to an 
audience unused to being confronted 
with such themes in gaming, can’t 
doing so in a lame manner only be a 
bad thing, and likely to dissuade the 
consumer from sampling such themes 
again? Whatever the case, take this new 
DS Lite with you on your next mission 
to educate those pesky academic types. 


On paper, the Wii is nowhere near as advanced a 
piece of hardware as the 360. But you know what? 


Nick Robinson suggests that we should have. 
taken BlackSite's political ambitions more. 
seriously, if only to encourage further work 
in the area, and a rise in gaming's profile 





island after being flown there by the 
producer of the same film. Why 
should the games industry be treated 
any differently? 

In the case of Gerstmann, the 
position is even more worrying. 
GameSpot were reliant on Eidos" 
advertising revenue — in essence Eidos 
money was part of GameSpot's very 
lifeblood. How then can we expect a 
balanced judgment from GameSpot on 


It looks cool when watching other people play 


Noting the current trend of 
videogame journalists being 

"flown out' by publishers to report 
on the up-and-coming blockbusters 
has got me thinking about reviewer 
impartiality. The news of GameSpot's 
firing of editor Jeff Gerstmann, 
reputedly due to pressure from Eidos 
after his pasting of Kane & Lynch, 
further exacerbated my concerns. 

There seems little doubt that the 
industry is getting more advertising 
and marketing savvy. Meanwhile, 
competing games journalism 
publications are reliant on all- 
important exclusive previews, reviews, 
etc, to obtain their killer hooks. 
Publishers realising this are in a 
position to capitalise by generating 
hype machines through PR events — 
this seems an obvious perk for the 
journalists on the receiving end. Do 
questions of reciprocity then not arise? 
For example, I would be deeply 
suspicious if Jonathan Ross were 
to sing praises of a major motion 
picture from the shores of a Caribbean 


any Eidos game? Perhaps we did, 
Gertsmann delivered, and ultimately 
paid the price with his job. 

The ugly truth seems to be that the 
games journalists need the publishers 
and their deep pockets as much as the 
publishers need the endorsement of the 
gaming press. It is an unfortunate but 
necessary incestuous relationship. 
However, I do feel that reviewer 
integrity does need to be questioned 
and further scrutinised, which 
regrettably throws further complication 
in basing your purchase decisions on a 
number at the end of a review. 

Ravi Jariwala 


There are a number of specific points 
that need to be made here. First, 
journalists jetting around the world 

to attend game-related events isn't 

a current trend’ — it’s been happening 
for over 20 years. Second, the movie 
press is probably on the receiving end 
of many more trips than the gaming 
press. Third, and most important, you 
must understand that such trips are 


Topic: The serious thread 

‘The question is simple: до 
you want games to be taken 
seriously? Many people 
complained about the 
Manhunt 2 ban, saying that 
the equivalent film (eg, Saw) 
would have gotten through the 
BBFC with minimum hassle. 
Yet, when a game like Full 
Spectrum Warrior comes out 
where, and no joke, every 
Muslim in the game is a 
terrorist, we fall back on the 
"it's just а game’ defence. So, 
are they just games, which we 
shouldn't think too seriously 
about? Or are games a medium 
demanding the same respect as 
film, literature, TV and music? 
Childintime 


Whether or not games ever 
achieve artistic recognition, 
or are deemed worthy of acute 
critical debate, it won't for a 
second effect my enjoyment 
of them. Give it 20-100 years. 
Maybe then, videogame 
themes, content and levels of 
interaction will have evolved 
from: “Take gun, shoot shoot 
SHOOT? and: ‘Wave wand to 
bake cake’ to something 
palpable that is actually worth 
discussing on an emotional 
and academic level. 

Turtle O Wurtle 


If you think of classic films, 
such as Casablanca, they are 
classic due to the story. The 
love between the characters, 
the setting, etc. Classic games 
are where you killed things, 

ie Space Invaders, Asteroids 
and so on. Games have had 

to evolve to become more 
emotionally involved, or 

at least regarded as such, 
whereas other media have 

had it from the start. 

matty} 


Pulling Into A Station talking 
about mise en scene? There's 
по eureka moment with these 
things, they simply take time 
to develop a critical language 
and disseminate into the 
collective consciousness. 

We just ain't quite there yet. 
The Conge 


undertaken (by Edge staffers, at least; 
let’s not try to speak for everyone 
working in the gaming media) with a 
purpose — which is work, not sitting 
around sipping cocktails and stuffing 
our faces. ly. we really don't need 
to say right here that advertisers do 

not in any way influence the content 

of Edge’s reviews, do we? Because that 
would be the mark of a dark day indeed. 





In E182, in the sidebar after 

quoting Miyamoto in regards to 
whether Japanese players would 
necessarily want to upgrade to the N64 
from the Super Famicom, you wrote: 
*[Miyamoto's quote] was less of a 
criticism of new hardware than an 
acknowledgment that, in Japan at least, 
specs will always be less important 
than what you do with them! 

We are talking about the same Japan 
here, correct? The Japan that invented 
the CD? The DVD? Blu-ray, HD-DVD, 
the Walkman, LCDs, etc? 

As the electronic and technological 
Mecca of the world, specs and hardware 
have always been important to Japan. If 
hardware was less important to Japan 
than what you do with it, then why did 
every Japanese DS owner buy an 
additional unit when it was redesigned 
with a higher-spec screen? Both models 
play the same DS games. Or why was 
DVD adopted over VHS? Both do 
exactly the same thing. 

1 just don't buy it (no pun intended). 
I think people like new and exciting 
things. And on paper, sure: the Wii is 
nowhere near as advanced a piece of 
hardware as the 360. But you know 
what? It looks cool when watching other 
people play. It looks new and fresh and 
exciting, And it’s that newness and 
sense of curiosity that makes the Wii 
and DS look high-tech. We've been 
sitting like this (insert picture of 
hunched-over gameplayer gripping 
classic-style controller in hands) for 
over 20 years. So when you see people 
waving a Remote around while standing 
up, or using the stylus on the DS to 
draw while speaking into the 
microphone, it's going to look 
high-tech because no one has ever 
seen anything like that before. 

So while mainstream Japanese game 
players may not be combing system 
specs and making comparisons with one 
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another about clock speed and fill rates, 
the fact that the DS and Wii offer fresh, 
new ways to play lends the impression 
— or rather the illusion — that the 

pec. And if 
that is indeed the case, then sp 
fact do matter, if for nothing more than 





hardware is new and high- 


‘sin 





to provide an insurance policy that this 
new hardware will provide you with the 
best experience technology has to offer. 
Stink 


And yet this is the same Japan that is 
holding on to its DVD collections and 
proving as reluctant as other nations in 


upgrading to high-def movie formats, 





and the same Japan that ensured new 
iterations of the Di 
would sell more copies than anything 


zon Quest series 





released on more technol Шу 





advanced platforms. The point simply 


ite the obvious matter 





was that, desp 





of Japan being home to so many 
developments in AV tech, content 
appears to remain very much king. 


nn (mua meee: 





Topic: Your most memorable 
gaming moments of 2007 
BioShock — that bit when 
Cohen loses it and sends an 
army of splicers after you. And 
then Waltz of the Flowers kicks 
in. It’s a perfectly realised 
moment of ‘gun ballet’ It felt 
too good, like it was a scripted 
cutscene, yet you were playing 
it in all its emergent glory. 














Climbing the Agency Tower in 
Crackdown — the music and 
the leaps of faith made the 
climb a treat, and the visual 
payoff at the top was awesome. 


Forza 2: being single-handedly 
responsible for flooding the 
market with ‘that anime burd’ 
decal. I managed to find ONE 
of them going for something 
like 20,000 unlocked, saw my 
chance and made something 
ridiculous like 4/5 million. 





Last night was enjoyably spent 
in an extended Team Fortress 2 





session. As fantastic as it was, however, 
Valve's game raises questions: how 
should we consider the online 
component of games? 

Revisiting Ocarina Of Time, the 
graphics have dated, but it is still that 
same sensational experience as when 
released almost a decade ago, as will be 
the case with Mario Galaxy. Ten years 
down the line with Halo 3, we'll still 
have that singleplayer but, assuming 
Xbox Live is even still functioning, we 





might end up having to play multiplayer 
with a small clique of ridiculously good 
fans on whatever hardcore mode has 
become the norm. 

As a long-time PC gamer, I'm 
certainly not saying that online cannot 
greatly add to a game. Indeed, online 
gaming freely disregards much of the 
associated fluff stolen from film that so 
many singleplayer experiences continue 
to rely on, and thus often achieves a 





pinnacle of pure gaming enjoyment. I've 
spent many hours on Counter-Strike, 
Unreal Tournament, Battlefield 
but it remains that the transient nature 
of their players, and greater feeling of 
‘similar but better’ sequels, often mal 











it hard to appreciate them as ‘classics’ 

as easily as a player returning to 

Mario 64 will still be impressed. 
Unfortunately, I come without 

any answers, only questions. However, 


it might be the case that we won't 





actually need any answers. Counter- 
Strike is still thriving, so perhaps, if 
the multiplayer is really that good, 
online communities will continue 
for... well, for a very, very long time! 
John Lynch 
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but be sure to use ‘Inbox’ as the subject 
line. Or send a letter to this address: 
Inbox, Edge, Future Publishing, 

30 Monmouth Street, || 
Bath ВАТ 2BW 





PARTY LIKE A JEDI 





FEBRUARY 19 2008 
GAME DEVELOPERS CONFERENCE 
FLUID ULTRA LOUNGE 


SAN FRANCISCO 


£ 


LUCASARTS 





Next month 


Edge 186 
on sale February 14 








